Sy FREE POSTER MAP... THE TOWN OF HOMIMLET- 


i 


Tre Tire i aici 


Find out what kind of darksider you 
UU UU Ld. a 


=me —m iF ——— 


* 
* 
i 


are: 
& 


i 


= : 


’ 


% 


Unlike Vader, you don't have 
to start out as a good guy. 


“No Podracing. Na Patlawan earning. For you, the path to the dark side 
doesn't get any quicker or easier. And whether you're into double-bladed 
rs, rushing throats, or hending other people’s wills to your own, the 
Dark Side Sourcebook has everything you need to fully 
embrace the power of the “true nature of the Force.” So, pick up a 
copy at your hobly, game, or book store, And make sure your new 
_Character’s name will sound menacing when you add “Darth” to it. 
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erring the short end of the stick for a 


ee renee only recently that the world has seen what 


itoobacrs amas This isn't to say that they still don't 


make fantastic rogues—as Larry Elmore clearly demonstrates. 
—Fater Whithey 
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The Slayer’s Guides are a new serics of sourcebooks designed specifically for 
faniasy-based D20 games systems. Starting with hobgoblins, gach Guide covers 
a single mice in intimate detail, Games Masters can now give their monsters far 

greater depth within their campaigns, Players are provided with a wealth of 
knowledge 10 supplyahat vital edge necessary for survival. 


Hobgoblins will never be the same again. 
Your world just became a lot more dangerous. 
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This Product Requires the use of the Dungeons and Dragons? 
Player's Handbook. Third Edition, 1. Published by Wizards of the Coast — 
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Pantheistic Goodness 

| enjoyed your articles on creating pan- 
theans and mythologies (in issue #233). 
| do a lat of this, both in gaming and 
when | write 

One thing | might add for interested 
readers: A common aspect of Celric 
foddesses, and even some gods, is the 
triplcity, which is a trio of incarnations 
of the same deity. These three repre- 
sent the maiden, the mother, and the 
crone in the feminine aspect. One such 
poddess mentioned in the article is 
Morrigan, goddess of death, war, and 
destruction, Another mentioned is 
Brigit. The triplicity has a lot to do with 
the cycle of Be year. 

DMs inter@ited in creating their own 
faiths should Drobably read up on 
mythology and history, too: I story 
plays a big role in religion. | love read- 
ing mythology, and it helps me when | 
ry TO wrire Using CONWINCINE religions 

| alsa appreciated the sword-and- 
sorcery film article—| just can't find 
anything good to watch. (Unfortunately, 
Dungeons oy pl pons didn't go over 
particularly well among our family: ¥ 
all were a little angry at the plot cha 
the ending.) | personally can’t wait until 
he new Lord of the Rings trilogy hits 
theaters. 


Katharine Mak 
Bloomfield Hills, MI 


We coulan? agree more about the value 
of fustory and mythology in creating 


jyyour DOD campaign—not fo mention 


fhe dearth of great fantasy fiims and 
fetevision (Buffy the Vampire Slayer 
excepted, naturally), We hoped the arti- 
cle would prompr readers to send in 
fheir own suggestions for weekend 
movie marathons, and fortunately we 
were not disappomfed, For example, 
check our these offerings: 
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Movies and Mayhem 
Concerning Stan and Mike's reviews of 
the various movies lin issue #283), | 
would like to respectfully add two 
impassioned disagreements and some 
brief personal opinions on some films 
the dynamic duo missed 
Primus, | like Dragonsfayer. In fact | 
have called if “the best sword and sor- 
cery movie, ever!” It has a literate | 
script that evokes the spirit of its Dark 
Age world—a world where magic is 
dying, and the era of cynicism is 
creeping in. It skillfully creates in its 
dragon a creature of mythic power, 
farror, and sympathy as the dragon is 
old and trying to survive (and multiply} 
ina world that is rapidly passing it by 
Alsa, John Hallum does a wonderful jab 
as an evil fighter. 
secondus, cmon! Clash Or The 
Titans isn't that bad. Granted, the cute 
clockwork ow! needs to be melted 
down, and it’s far fram Harryhausen’s 
best, bur it does have its moments. Sir 
Olivier makes for a regal yet fatherly 
Zeus, DMs who want to insert the gods 
ito their campaigns should check out 
both it and “Jason and the Argonauts” 
(1963 version) 
For further cinematic viewing: 
Ihe Magic Sword: Okay, it's got 8 
budget of $.50, and some really bad 
acting, but if has its moments. 
Especially whan Basil Rathbone is on 
the screen. His performance as the evil 
sorcerer Lodac is a fine example af 
mustache twirling villainy, and helps 
you forget thal the two-headed dragon 
looks like a cheap parade float. 
Masque of the fed Desh: One of 
Vincent Price’s best. DMs looking for a | 


great archvillain should really have a 


lack at Prince Prospero as their model 
Cruel, sophisticated, decadent, and deli- 


cigusly evil, Price pulled out all the 
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stops for this one. 

EI Cid: One of Chartion Haston’s best 
epics. Proof that paladins needn't be 
stupid. Some the best medieval battle 
scenes ever filmed and the best joust- 
ing scene of all time are included. 

The Warlerd: Another Chariton 
Heston period piece, this time playing a 
Norman knight in nth-century Brittany. 
Good exploration of the darker side of 
Chivalry, as well as an early peek at 
what some call “the Old Religion.” Also, 
DMs will find the besieging of the 
knight's tower by “Friesian Raiders” 
good for some ideas. 

| could go on, but | think this is 
encugh for right now. Let's see some 
more articles on plunderable movies, 
By the way, the Dungeons &° Dragons 
movie deserved to do better af the box 
office. 

Kurt M. Roberts 
Address Withheld 
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Prestigious Champions 

The “Champions of Virtue” article from 
DRAGON #233 is the best article on 
prestige classes so far. Prestige classes 
that add so much depth to existing 
heroes and enhance roleplaying so 
directly are effective and useful. | have 
some comments and questions on the 
article. 

First, | think that making every pres- 
tige class proficient with martial 
weapons is a mistake, especially for 
radiant servants of Pelor. A shining 
blade of Heironeous might be proficient 
in martial.weapons because of his gods 
domain of War, bur why the others? 
The radiant servant actually loses hit 
points, sa why would the class gain 
more weapon knowledge? 

| really like the radiant servant of 
Pelor. But the prestige class gives up 
on average only one hit poinr a level 
for ten levels (equivalent fo taking the 


[cool low mainte 


ws 3 he ce 
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Toughness feat three times) in 
exchange for ten new abilities [includ- Th ges 
ing being proficient in martial ” vl 
weapons). The class also keeps every 
class fearure of a regular cleric lallack 
bonus, saves, turn undéad, spell cast- 
ing, and class skills]! The other champ 
ons lose half the spellcasting levels they 
would have gained a6 a cleric as well as 
lasing any increase in their chance to 
turn undead. | don’t think the radiant 
servant should lose her clerical abilities, 
however. A little trimming of the class 
features might make the class more bal- 
anced, 
| think a toned-down radiant servant 
shouldn't be proficient in martial : 
weapons at all. Removing the additional 
domain might also balance the class a 
little more, | can see the other prestige 
classes getting an additional domain, 
since they are losing several spelicast- 
ing, levels, but the radiant servant might 
not need so much power. If the class 
still seamed too powerful, the radiant 
servant coukd receive attack bonuses 
like a sorcerer or wizard, although fd 
make this change only as a last resort, 
Overall, all the prestige classes in the 
article are well done. | hope to see 
more prestige classes that enhance 
existing classes rather than completely 
creare new classes in future articles, 
Charlie Dunwoody 
Kentwood, MI 


Speaking of prestige classes, we've had 
several inquiries abour fhe number of 
times a famewarden (From “Glass Acts” 
in issue #283 can use the burning 
hands and flamestrike spelis as special 
abilities. No, you can't use them af will, 
Flamewarden designer Monte Cook 
informs us that Mamewardens can use 
burning hands 3 times per day ard 
fleme strike once per day. 


iJ 


a 
Ral d 


Sees 
ames SS he 


ek 


i 


— Ce Bh ig 
see a “ae 
See eee 


Een 
wees 
‘eet 
= eo tum SErtowe 


——————————— ee 


more, 


time at LAN 


in daily tournaments and leagues. There’s 


a 
ie aie! 


7 cae re. 


game stores have all the stuff 
itional board games, and 


f 
= 


Wizards of the Coast® 
Put 


IN SOME SeTIOUS FaMINg 


games, trad 


today, 


love 
aying 
pin 


Stations or 


even a play area dedicated to the utter and complete 
enjoyment of miniatures, trading card games, 
i 


rolep! 


you 


Weak 


— DEE — — - ——————————— : a . a hee he Iss Aa BL tah A 


Stan!—Not the Man 

| found issue #283 to be one of the 
better issues in a string of good issues 
since the arrival of ard Edition. | like 
the improvements that have been made 
fo the magazine and look forward to it 
each month, However, | would like to 
make a few comments on the recent 
article on movies by Mike Selinker and 
Stan! Basically | am writing ta pick on 
Stan! | hope he doesn’t mind. 

In Swords and Sorcery section, Stan! 
makes some valid points about several 
movies of that penre, but! cannot pet 
over the statement about the movie 
Dragonsiaver, While it did not do well 
at the box-office, in retrospect it is 
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perhaps one of the best fantasy movies 
ever made. No one has made a better 
dragon than the one featured in this 
film. Even the dragons in Dragonheart 
look fake when compared to the stop- 
motion beauty this movie sports. Also, 
the movie has more plot twists than a 
Chee-To. The magic system is well 
thought out, and the acting is pretty 
good as fantasy movies go. The dragon 
in this film even has its own ecology. 
The movie stays stereorypical while 
breaking several fantasy stereotypes. | 
see if as a near masterpiece. 

Also, when talking about Hercu/es 
and Xena (Creations of Sam Raimi, the 
mind that brought us Army of 
Darkness), ye states they are anachro- 
nistic. OF course they are Stan! It's fan- 
lasy, not history. Fantasy can draw on 


history and do whatever it damned: os 
well pleases. After that there is one 7 : 
other thing. In the Not Fantasy, but 
Fantastic section, Stan! forgers ta 

inform us that A Fistful of Dollars is 

also based on the Kurosawa film 

Yournba. But Im nitpicking. 

Besides the untrumpeted merits of 
Oragonsiayer, the freatest film of 198), 
Stan! forgets to mention an animated 
classic in his section on cartoons: [he 
Last Unicorn. IF you discount the miss- 
ing hack and slash, this Film is almost a 
perfect D&D movie. It has an adven- 
turing party, wizards, talking skulls, old 
castles, heroes, lats of magic, preal 
characterization, a great back slory, : 
and a pretty decent dungeon. 

Despite my complaints, the article is 
very food. lt lists for me movies that | 
wanred to rent bur could nor remember 
for the life of me when | entered the 
video stare, Whila Stan! misses a few 
points, he got some stuff that | had for- 
fotten about. And if the paint was not 
made clear enough, Conquest is indeed 
the worst movie ever made. Don't see 
it, Don't even look at the box, It is 
worse than Mearfs in Armor. 

Aaron Webb 
Seattle, WA 


if we didn’ rhink borh Stan! and Mike 
had made a few bad calls, we never 
would have printed that article. It's 
much more fun hearing about your 
/avorifes and how you disagree with 
their picks. We stil! can't beleve 
Crouching Tiger, Hidden Dragon oidnt 
score Ajgher on their lists, Philistines! 
Join us again next month, when we 
explore the fantastic lands of Shannara. 
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_ AMIRI BARAKA, STEVEN BARNES, DERRICK BELL, OCTAVIA E. BUTLER, CHARLES 
NEW FROM ASPECT 


E ASTONISHING, GONPELLNG, EROTIC, PROFOLND, 


Frees the Moat works” ai A CENTURY OF SPECULATIVE FICTION FROM 
1890s literary pioneers to THE AFRICAN DIASPORA 


the astonishing scope of 
contemporary award-winners, 
DARK MATTER is the only 
anthology of its kind. 


“Both a record of 
how things stand and 
a call for change.... | 
DARK MATTER is EDITED BY SHEREE R, THOMAS NOW 
an important book, 
and nobody interested > i 
in speculative fiction gs 
or black fiction i 
should pass it up.” 


—Gregory Feeley, 
Washington Post Book World 


“The anthology of 
imaginative, ground- 
breaking fiction I’ve 
waited a lifetime to 
own. Rich in must- 
read selections... 
a one-of-a-kind book 
that no library of 
speculative fiction NHERTES wei at 


or black American STEVEN BARNES OCTAVIA E. BUTLER SAMUEL R. DELANY 
literature can be TANANARIVE DUE JEWELLE GOMEZ WALTER MOSLEY 
complete without.” ISHMAEL REED AND MANY MORE 
—fCharles Johnson, National 
Ee ee DARK MATTER has been nominated in the Best Anthology 
* category for the Black Writers’ Alliance 2001 Gold Pen Award! 
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TOME AND BLoop 
A D&rD Sourcebook 
by Skip Williams and Bruce R. Cordell 
Tome and Biood puts the pawer back in 
magic! Inside you ll tind more than 50 
new spells, over 40 New magic item 
and alchemical and mundane items to 
aca to wOuUr bts «| There are al oO rules 
for alternative and impr ey familiars, 
and advice on such topics as spe! 
selection, school spec eo88 ion, skill use 
weaponlike spells, magic laboratories, 
anes creating néw spells. 
e than a dozen new prestige 

com ses bring hack old 
bladesinger and introduce great new 
concepts like the spellsword, blood 
maous, mindbender, and acolyte of 
the skin, 

Two dozen new metamagic tears 
give your spellcasting character a 
wealth af options. With teats like Extra 
Spell, Twin Spell, Chain Spell, and 
Enerpy Substitution, your foes won't 
know what hit them, 


favorites like the 


“The core of 
ew feats, items, and spalls for wizards 

and sorcerers, says fome and Blood 
author and > , Okip Wiliams. “Some 
af the advice will raise eyebrows. We 
cover ever ‘thir s frorn where to pul 
your ability scores, to which spells ta 
rake, to which magic items you should 
ser, [he answers arent atways what 
you might expect.” 

“I'm most proud of the prestize 
eg and fe ey! Says aulhor Bruce ; 

%, Cordell. “The blood magus is going fo 
surprise ee and eweryone is foing 
ta want to use the Energy Subst tution — 
and Sculpt Spell fears” 


This book is filed with the stulf ih” ae 


preat games are made of. hed up a a 
copy to see all the fantastic opt 
that are sure to become an tsat 
part of your ame: ss 
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A new generation, new powers 
and new terrors are on the rise. 


“R. A. Salvatore continues to build his detailed “Salvatore again shines as one of the saillenntem's ee 
world and complex history....Fans willbe | _—_—dbest fantasists. Wild adventure, unique magic, 
delighted with ASCENDANCE.” stunning suspense, and unforgettable characters. 
—Kevin J. Anderson, New York Times ASCENDANCE...is a novel not to be missed!" 
bestselling coauthor of Dune: Hause Harkonnen . —James Clemens, author of Witch War 
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And don't miss the thrilling i 4 
_ prelude to The Second : 
pene ld 
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a ig Del Rey's initerriok nciwrslesti: sick itis tbe api : 
| bonus: The DRIN 100A—our exclusive 100th-issue Q & A’ 
with some of the biggest names in SF&F. Find out what” 


aoe Clarke, Terry Brooks, Ray Bradbury, Anne | ~ 


Bee is iy wands ‘echd o bike message to: 3 
_ dointbd-distaast randomhause.coms OR alg wpe at: . 
_ — } mE | Now in Del Rey Paperback 
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DRAGON'S BLUIF 
Bake a A DRAGONLANCE Novel 

OR Oo; . RO p¥ , by Mary H. Herbert 

% The £on of one of the Heroes of the Lance and his wizard 
companion journey to Flotsam ja recover the body of the 
wizard’s father. They quickly discover thal her father isnt 
dead, but missing. To compound their situation, a red 
dragon is terrorizing the population. 
$6.99! $5.99 CAN + TSRn577 « ISBN: o-7S6g-S 77-2 


Dower by Carl Critchlow A meee TEMPLE OF ELEMENTAL EVIL 
fier aie | A D&tD Adventure 

by Monte Cook 
The Temple of Elemental Evil is one of the most we _ 
remembered adventures from the early days of the 
Duncrons tr ORacens game. Now, veteran designer 
Monte Cook revisits this legendary setting in an all-new 
adventure written for the DEtD game. Players will enjoy 
countless haurs of play as they race against a band of — 
priesis atrempting to unleash a great evil upon the: world. 


$2y.95' 345-95 CAN « TSANG 44 « ISHN: o-7ingeitas 6 Sap ee ae ae : eit 


A FoRGoTTEN REALMS Novel 1 Raion aa 

by R. A. Salvatore ie eae ee 4 
4% we 
As the Crystal Shard’s power over the mercenary y declaide: 
increases, even his dark elf minions become nervous. mide 
one person. the human assassin Artemis Entreri, is wiling 
1o try to save what's left of Jartaxle’s soul, though heh es, 
have to destroy the Crystal Shard to doi. 22a 

Servant of the Shard is the latest offering from New 

York Times bestselling author R. A. aro 43 a Bi ope ve 
$7.97 $10.99 CAN + wieni8 78 « ISBN. o-786g-MB78-o 


PCs but 1 eves or ; Elminster in Hell FR Novel 
DO ae Brother of the Dragon DL Novel — 
PLUS: FREE CD INSERT! Heart of Nightfang Spire D&D Adventure 
« Bonus DErD adventures Magic of Faeran . FR Accessory 


- Dunccon Magazine #1 
_ » Random wipro geefaror 
_» And much mane Bete. 


$5.99 US/$86, a9 CAN 
TSR Product No. gee 


Temple Hill 
Baldur's Gate tl; Throne of Bhaal 

Bertrem’ s Guide to the War of Souls 
Manual of the Planes ME EG or wee 


FR Novel 


+2 Crossbow 


Shipped free? 


Get the worlds of the Oungeons & Oragons® game delivered 

to your dour, free when you ship at stare.wizards.cam. That's 
the gniine store for Wizards of the Cowst, makers of all those 
great DED® roleplaying products hike the Player's Hanchook, 
Psionies Hendbook Monster Manual, and the Forgotten - 
Rcaims® Compoign Setting. Shap at the source and get free 
shipping, Unless you happen to live in Faerun. 
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gi's only been three years since 
‘David Noonan began work al 
Wizards of the Coast, and his list 
of design, writing, and editing credits 
is already impressive. Besides his 
work on all rhree of the core D&D 
books, he recently finished five 
months’ labor an Manual of the 
Planes, a massive undertaking whose 
final results are due out this Fall. 


From the moment he began working 
on D&D, David had to hit the 
ground running. He jumped into the 
deep end of the pool with the other 
editors on all three of the core 
books. Everyone was under tremen- 
dous schedule pressures to make 
the deadlines. 

His work on the Duweroy 
MasTcr s Guide was just as frenetic. 
After a pass through the magic 
items chapter, David developed the 
treasure tables (“based on some ter- 
rific guidance fram Monte Cook”) 
and then worked on all of the NPCs 
from tst to 20th level that appear in 
the second chapter. “That was one 
of the last things we did,” he recalls. 
“At that point we knew we were 
crunched for space. So Id design it, 
take it to Jonathan, and say, “This is 
as. tight as it can go. | swear it! And 
he'd look at it and say, ‘You can 
combine these two columns here. 
not indent this over here, and that 
would get you more space. So I'd 
po away and do it again, and bring if 
back to him, saying, Only a mother 
could love this format. Again, hed 
find ways fo save space.” 
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The core books were just the begin- 
ning. David contributed a hanatul of 
prestige classes to Sword and fist. 
His drunken master, Sladiator, war- 
master, and ninja of the crescent 
moon classes have been well 
received. David credits that success 
to designing a5 part of a team. “One 
of the nice things about working on 
DEAD is that you pet fo sit at the 
feet of the masters,” he notes. 
“Though | didn't have a lot of ‘for- 
mal training in creating prestige 
classes, it's a lot easer lo do one 
once you've heard Mante Cook talk 
through a couple of his own.” Like 
the core books preceding it, Sword 
and Fist kept David in the same 
state of dazed rush as the project 
grew larger and larger. “We really 
wanted to pack as much as we 
could into this book, and | just kept 
raising my hand to volunteer.” 


David just completed editing and 
desion work on the Manual of the 
Planes. The book will please DMs 
who prefer fewer rules and more 
Ruidelines. 

“The approach we took with this 
was that we're much more comfort- 
able letting people do what they ve 
done all along. which is make up 
their own worlds,’ David says. He 
describes if a5 2 toolkit, more so 
jhan previous planar projects like 
PLANESCAPE. “All of us are very fond 
of PLancscart,” he explains, “but 
rather than provide one specific 
setting and saying ‘this is the way it 
is, the Manual of the Planes gives 
players who want fo arrange the 
dimensions the way they want the 
information they need to do that. Irs 
really a Lego set for the universe” 

That said, David nores thar the 
Manual is not filled entirely with 
abstract materials, “There are prab 
ably forty pages of new monsters,” 
he promises, In addition to the 


return of the yugoloths, the Manual — 
introduces new creatures that he | wha yo 
— deseribes as “almost Terminator-tike ; ; tah 
| lawful-neutral enforcers of Heres i ee ee 
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from plane to plane enforcing the = 
unbreakable laws of the universe, — eB a 
like you shouldn't break an oathor =” 
try to cheat death.” The book will = 
also include new spells, fivenew = = 
prestige classes, and rules for using Bei 
the githyanks and githzerai as char 

acter races, Most importantly, it 

allows DMs to work with the “D&D C4 
cosmology—the great wheel thar — 
everyone's familiar with, David 
reiterates. “The 666 layers of the 

Abyss, the Nine Hells—but if you 

want To just have the bine Hells ard» 

the 
you can ‘de th 


The prajects never stop, though 
David concedes there are times: 

when he’s sure his wife Susan 

wishes they would. “As Manualof  _ 
the Planes \urched to its conclusion — 
in) the last three weeks, | haven't 

saen all that much of her,” he 

admits, acknowledging that when he- 
adds in his twice-weekly D&rD cam- f 
paigns and his 12-hour monthly Star 
Wars campaign, she becomes even. 
more of a gaming widow. 

With David's current workload, — a 
Susan might not see him again any- ey eet 
time soon, “Tm doing some AS nah 4 
nary design work on an sera teeta 
unannounced product,” he says — 
ambiguously (it has something to do 
with castles). He's also in the midst 
of editing Deep Horizon, the next — 
Adventure Path adventure. ‘Some ae 
his work is on the schedule for this eon. 
year. “| designed about half of wed 
and Sitence, the guidebook f for bards E 

_ and rogues, which is in editing 1 now.” pore 

‘Despite long weeks of fast-peced } 
schedules, he finds that his ‘passion 
for D&XD hasn't slipped. aia changes, 
though,” he admits. “l’s no: longer as 
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NEW FROM ASPECT 
Award-winning author - 
Michael Moorcock returns with 
“the first new “Eternal Champion” 
| ‘novel i in 10 years! 3 
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Comvention hates: Columbus © www wizards com) origins 


Virginie 
Dulles ten, Herndon « GContoct; Mark Geary 
17S6g Pork Center Road + Herndon, VA ears 
England 
Sportcentre, Harlow, Essex » Contact: 262 The Dashes 
arto we, Maresh CMao a England 
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duly 19-15 ? 
Ramada inn, Colorado Springs « Contact: Dele Fausor 
Hen? 1223 Prairie Road + Colorado Springs, Coloradea | 
. Bogo9-3019 « www freespace.wirgin.net/ utopisntigergt him | 
duly 20-22 Connects 
Ramada Inn, Plamwille « Contact: RumeCon LLC. = P.O, Box 2 
Ashford, CT oGa78 « wew.runecon.com 
= vi Featuring: RPGs, OCGs, board games, LARPs, 
| miniature paunting, and dealers. 
chily 27-29 Anrona 
Holday inn Sunsprea Resort, Scarsdale 
Contact: Henacon a« PO. Box Get « Phoenix, AZ 8408) 
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Midweat Express Center, Milwaukee 
wee, wirards, com, gencan 
{ fi. Caroma 
Pa ah ge OS <r a aye, | $a! coat ae, Be San Diego » Contact Gamefest « 4954 Harney 5t. 
The albino prince, Elric ol Meinijone, He | Ff San Diego, CA gata 


Featuring: RPGs, COGs, board garnes, war garnes, 
minianre plaiting, and dealers. 


has surlaced again in the dreamlike — 


world af wildly intertwined realities. 


"Now, somewhere between the eternal city 


—of Tanelorn and Hitler's Nazi Germany, 
Law and Chaos are about io battle. 


“h majar novelist of enormous ambition.” n 
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New Mexica 
Howord Johneen East, Albuquerque 
Cantach MMSF Conference « P.O. Box arzs7 
Albuquerque. NM Grint « cwereig@nmia.cam 
ate bubonicon,hom ean net 
Featuring: Guest artises and authors, costume contest, 
ans Screenings. and more. 
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Denver Marriott South East, Denver 
Cantact Daniel Reddy « 3492 South Each Street ¢ io 
Aurore, CO Soa4g-3g75 © wew.denvergsmes.cam 


® Meet the staff and conmbbutors of Dayson, Duvaron, Staa Wars 
B Gamer, and Siaz Wars Insvler mayazines ar the 34th Annual Gin 
B Con Game Farr. All of aur seminars take plice wm the MacArthur 
| roam of the Milwausee Hilton. just across the sire! frog the 

I convention canter, Check the onsite book for the location af 
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Every piece comes fully hand-painted! 
Amazingly detailed and cast in durable resin! 
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Huge variety of sets and accessories! 


MasterMaze: is an interlocking, interchangeable dungeon system 
meticulously sculpted, cast in durable resin, and then painted by skilled 
artisans. No other company offers such magnificent accessories for 
25-268mm miniature gaming ready to use right out of the box. Dwarven 
Forge has expanded its extensive product line again to bring you 
dungeon treasures (below)! Plus, The Forge now offers orc, skeleton, 
and lizardmen miniatures! Everything comes fully hand-painted so you 
can spend more time gaming. 


Jo see the complete Dwarven Forge 
calalog and place orders, visit us 


t ww.dwarvenforge.com 
Here's 6a small iakaelicn aie kit pointed orcs eral. 
The U Itim: ate 3-1) Dungeon System for Miniatures skeletons The Forge has added to its miniature line! 
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AAnd it’s 


spread Ing. 


Thayan Enclaves are springing up in citics 
all over Faerim. And they're just a few of 
the many dangers that await you in the new 
Forgotten Realins® Campaign Setting. 


With 320 pages of prestige classes, regional 
feats, spells, and other information detailing 
the land af Pacriin, there are more dark secrets 
and simister plots than any single hero could 
handle. So, bring friends, ‘cause you've got 


some serious housecleaning to do 


Pick up a copy at your favorite game or 
beak store or get it online at 
www wizards.com/forgot renrealms 


ANl trademarks arc praperty of Wirarh of the Cons, Tne 
T\ tos. br Tew Ueelewrend. 250) Wizards. 


sae 1 SPEND Wir 
MY ROLEPLAYING 
GROUP. LTT Wich SoD 


“UP. FOR THE 
SAKE OF THE 


28 july erat) | 


GAME HABIT, OR THAT 

OUR ROLEPLAYING STYLES 
ARE COMPLETELY INCOM- 
PATIBLE , THAT SHE LIKES 


OR THEY SHE D DESPISES - 
YW TASTE IN) CHARACTER 
CLASSES... 


. “ i 
Pierce sae 
kw 
aes e 


WARNER ASPECT 


WARNER ASPECT 


ASPECT 


WARNER 


be 
WJ) 
Lu 
Oo. 
Vi 
< 
oc 
Ww 
Fd 
ms 
$ 
a 
2) 
if 
o. 
V1 
¢ 
oc 
Lu 
m 
oc 
: 


NEW FROM ASPECT 


A MILLENNIAL WAR BETWEEN 
yds WORLDS IS RISING... 


y me 8 a Coy bil Wt Wo ic iS iy E 


stands ont as a’ 
worldbuilding 
labor of loye.” 

-Locus 


mone i hay went 
es HE VIEW PROM THE MIRROR 


A NEW PAPERBACK 


With this stunning and original debut, “A great find! Irvine writes 
lan Irvine begins the saga of The View beautifully...refreshing, 
from the Mirror, a brilliant epic fantasy complicated, one rae 
that rivals the works of Robert Jordan arya ate rata 
King's Dragon 
and J. ¥. Jones. 


Visit our Web site at www.twbookmark.com 
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__hhough halflings are perhaps 
One of the most sociable races, 
in there are many aspects of 
halfling society that are overlooked or 
misunderstood by others. Mos! halflings 
live in semi-nomadic groups known as 
commonwealths, and they strive for 
lives of comfort and happiness. OF 
course, there are always exceptions . . 


BIRTH & GHILDHOOD 
Family is the most important value in 
halfling society, so the birth of a child ts 
cause for great celebration. A pregnant 
halfling is coddied and showered with 
gifts during her term, which lasts for 
about eight months. During childbirth, 
the mother-to-be is sequestered in her 
home and attended by a halfling midwite 
(usually a cleric of Yondalia). It is con- 
sidered unlucky for men ta stay in the 
house during a childbirth; husbands 
fathers, and sons stay with other family 
members until the child is born 


Responsibility for raising the child 
does not fall on the parents shoulders 
alone. All members of the commonwealth 
are expected fo share these responsibil 
ties. Thus, the infant quickly grows to 
recopnize and trust the entire commu 
nity, while at the same time the parents 
are still able to carry on their other 
responsibilities with little interruption. 
Halfling mfants are nor named until 
they learn to speak. Until this time, the 
parents refer to their child only by 
such loving nicknames as “Scout, 
“Sprig, or “Dandelion.” When the child 
does learn to talk, the commonwealth's 
religious leader is immediately called to 
the house. The cleric performs three 
rituals on this day. First is the Ritual of 
Speech, in which the priest anom@s the 
child's tongue with holy warer. The 
cleric then stands vigil over the child 
until it falls asleep, at which time she 
performs the Ritual of Silence, during 
whieh the cleric Durns special Incense 


and prays wordlessly over the slumber- 
ing chiki for approximately an hour. 
When the child eventually awakens, the 
parents are summoned so that the 
cleric can perform the Ritualof Self, in 
which the cleric records the namesaf 
the parents in the Book of Names. — 
Under this, the cleric records the piven 
name of the child, as provided by the 
parents. Each commonwealth keeps a 
separate Book of Names; their religious 
members keep this book safe and 
secure. It is widely believed that the 
loss or destruction of a Book of Names 
indicates that the community has only a 
few years left before it dissolves or Is 
destroyed through same disaster. 


ADOLESGENGE 
APPRENTICESHIP 

Be WORLDWALK 

As halfling chikiren grow, they are 
allowed to indulge their imaginations and 
curiasities about the commonwealth, the 


adults in town keep an eye on them and 
remain ready to intervene if they begin 
toying with something dangerous. Often, 
an older brother, cousin, or unmarried 
sibling of the parent serves as a 
Guardian during this time. A young 
halfling's choice of play, friends, explo- 
rations, and personality all factor into 
the field of work to which he is assigned 
during the Masters Fair. 

Not all of a young halfling’s life is 
play, however. When halfling children 
reach the age of five, they are 
expected to help with minor chores 
around the village, such as food prepa- 
ration, farming, building maintenance, 
tending livestock, and so on. The child's 
parents attempt to present such chores 
in an entertaining wenue so the child 
doesnt grow bored with the work. 
Often, these chores serve to educate 
the child as well, further preparing the 
young halfling for the results of the 
Great Choice. 


Most halflings opt to remain within 
their home commonwealth and take up 
a career path, Every summer, halfling 
communities hold a Masters’ Fair (see 
Festivals). When a halfling decides to 
take up such a profession, he is allowed 
to spend the time berween his Great 
Choice and the next Masters’ Fair as he 
sees fit; if time permits, it is not 
unusual for halflings fo go on short 
tours of the world beyond the com- 
monwealth. Those halflings born in the 
summer months often feel somewhat 
cheated that this “vacation” is short- 
ened, but there is really nothing that 
can be done. For this reason, halfling 
parents offen attempt! to plan pregnan- 
cies so that childbirth occurs in the late 
summer or early fall, ta atford their 
child the maximum amounr of time 
between their Great Choice and the 
Masters Faw, 

Once a halfling is accepted by a 
Master during the Masters’ Fair, mosr 
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NEW EQUIPMENT 


Footsaw Trap; Tha fied (Gorse faci ine asada by ao boars 
halfling whose family often traveled through arezs plagued by goblin 
rawlers. A footsaw trap is a bear trap whose grasping jaws are fitted 
with several then sawvblades mounted on springs desionad to cur away 
at the feet of any ceptive that struggles. The trap & attached to a 10- 
ft, length ef chain with a good lock, allowing it to be attached to a 
hearty tree or anorher secure objact, 

The trap is designed to be hidden under a thin layer of leaves or 
soik a hidden footsaw trap can be discovered with a Search check (DC 
ad). Once found, it can be disabled wirh a Disable Device check (DC 
ao), Anyone who walks over a footsaw trap triggers it; the trap makes 
a touch attack with a +8 bonus. If # hits, the victim suffers 1d@ points 
of subdual damage and cannot move away from the trap (if it is 
chained to a solid object) or has his speed reduced by half tif the trap 
isn! attached fo an object), Each round that the victim takes any 
achon that involves the trapped foot, the victun takes ig points of 
damage. Escaping the trap is possible with a Srraneth check (DC 25) 
or an Escape Artist check (DC 30%; failure inflicts Wg points of dam- 
age from the saw blaces. Cost: 700 gp (raw material cost: 233 gp). 
Weight; 15 tb. CR: 2. Craft (trapmaking) DC; 20. 


Instant Campfire: An instant campfire consists of a leather bag filed 
with tinder, logs, and fuel. The drawstring that holds the sack shut is 
studded with tiny flakes of flint and steak the sack itself is alchemically 
Preto oo thet it catches pbb When Re aes b pe, the 


entire bag immolates, creating 2 good-sized campfire within 1 round. 
These campfires ignite even in moderate rain but burn cut quickly in 
such conditions unless shelter is provided. Enterprising halflings have 
been known to use insrant campfires to set dangerous traps; someone 
in contact with an instar’ campfire after it has if must make a Reflex 
saving throw (DC 12) or suffer 206 points of fire damage, Cost: 50 
pp. Weight: io Ib. 


Stone Sleeve: A stone sleeve is little more than a narrow cloth tube 
thar is tied to the inner forearm so the opening rests in the palm. The 
sleewe can then te filled with up fo six good-sized throwing stones or 
halfling skiprocks (see Dracow #275, or Sword and Fisfl. The sleeve 
can ba opened with ease, allowing the wearer to arm herself with one 
af the rocks stored within as a free action. Cost: 2 gp, Weight: —. 


Wagon Shields: These are lange shingles of solid oak remforced with 
iron that can be quickly fitted together to prorect wagons. Wagon 
shields are sold in batches of six, enough to protect a normal halfling 
wagon. One halfling can set up a single shield as a full-round action. 
Two halflings working together can set up two shields per round if 
they do nothing else. Once set up, the wagon shields provide a Small 
charecter with 3/4 cover, a Medium-size character gains '/2 cover. 
Each wagon shield has 6 hardness and 30 hir points: they are some- 
times fitted with arrow slits to allow those inside to defend the wagon. 
Cart, FEET EE MENTION A Weight: 40 bb. aach, 240 Ih. total 


of his free time is consumed as he is 
taught the skills of his chosen trade. 
This period of education usually lasts 
five years. Most masters go to great 
lengths to make their lessons entertain- 
ing as well as educational; after all, 
what bores the student likely bores the 
teacher, Upon achieving a journeyman’s 
skill level in the career path (as judged 
by the master), the halfling is given a 
choice: He can stay on with his 
master as an assistant, or he 
can establish his own place 
ot business. 

Some halflings make the 
Great Choice to go ona 
warldwalk; these folk lead raci- 
cally different lives from those who 
stay and take up a more sedentary 
profession. A halfling who announces a 
worldwalk is expected to pack up his 
belongings and leave the community 
within a week of his Great Choice. This 
is offen a somber time, as friends and 
family say their goodbyes and help with 
the preparations. Worldwalks last for 
variable periods, but they usually com- 
prise a decade or $0. During a world- 
walk, a halfling simply wanders where 
he wills, As he wanders, he picks up 
skills, tales, and knowledge. When he 
feals that he has spent enough rime 
seeing the world, the halfling ts 
expected to return fo his common- 
wealth and teach what he has learned. 
Most halfling adventurers begin their 


>. 


careers as a result of a hoiioale The 
return of a worldwalker is celebrated 
with the Homecoming festival. 


Gift-giving is an important skill in 
halfling society. Often, the type of gift 
one bestows on another during a birth- 
day or other event can dramatically 
influence relations between families. 
The value of a gift is not nearly as 
important as its practicality. A 
farmer given a heavy golden 
plow encrusted with gems 
should Feel slighted, for 


™* example, if it was just as easy 


for the one bestowing the gift to 
give a good steel plow. Gifts should nor 
only be functional and practical, they 
should reflect the relationship between 
giver and recipient, ht wouldn't be 
proper for a halfling woman to give a 
beautiful doublet to a halfling man she 
was not romantically involved with, but 
it would be perfectly acceptable to give 
the same halfling a nice sturdy belt or 
pair of boots, 

One special category of gift is the 
homecoming gift. When a halfling is 
worldwalking, she is expected to pick 
up a small trinket for each of her 


friends and family members back home. 


These gifts should be easily trans- 
portable, since the halfling must carry 
them with her until she rerurns home. 
At the same time, they should reflect 


some part of the halfling’s travels and 
her relationship with the intended 
recipient. Functionality, in this instance, 
isn't as important as somerhing thar is 
exotic and unusual, 

As a final note, the act of ra-giving 
gifts iS a sure way to earn the ire and 
disrespect of the recipient, especially if 
the fift given was one the recipient 
previously gave to the giver, Halflings 
who re-give gifts soon find that they 
start receiving gifts that are embar- 
rassing, offensive. or even dangerous. 
In fact, it is better for such “gift recy- 
clers” to not give a gift at all. 


FESTIVALS 
Halflings love to organize and partici- 
pate in festivals. These events are usu- 
ally day-long affairs and often draw 
visitors from throughout the common- 
ealth. |t isn't unusual to see members 
of other races participating in halfling 
festivities. Some festivals are thrown 
for no reason other than to have a fes- 
tival, but there are several thal are 
more important to halfling sociery. 
Birthfest: A Birthfest consists of a 
day-long celebration of the birth of a 
newborn halfling. When a child is barn, 
the midwife presents the child to the 
village on the following morning. The 
mother and father are sequestered in 
their homes for a day while the rest of 
the commonwealth celebrares with 
feasting and dancing. Although they 


officially last for only the day of the 
birth, it isn't uncommon for a Birthfest 
to carry over into a second or even a 
third day. 

Birthday: These events are always 
grandiose affairs thar last for an entire 
day. The bucky halfling is allowed to 
spend the morning relaxing in his home 
as he sees fir. At noon, the halfling’s 
frends and family arrive to escort the 
celebrant to the village square for a 
grand feast. The birthday halfling is 
expecied fo give a short speech during 
the feast. Practical jokes, riddles, and 
surprises are often incorporated into 
such speeches. After this, the halfling 
enjoys a shower of pifts from his 
friends and family, followed by more 
feasting, dancing, music, and even stage 
productions. Often, dramatic or impor- 
tant events of the birthday halfling’s life 
are the subjects of these productions. 

Great Choice: A haltling’s zoth birth- 
day is known as the Great Choice: it 
symbolizes the beginning of the 
halfling’s transition from child to adult. 
These birthdays shame all others in 
regards to production and festivities. 
During the halfling’s birthday speech, 
he is expected to announce his plans 
for the future: whether he intends to 
remain m the village and take up a 
career path, or whether he intends to 
embark on a worldwalk. 

Masters’ Fair; Once each summer, al 
of the bocal halfling families get together 
for the Masters’ Fair. These avants take 
place in an open area in the approxt- 
mate center of a halfling commonwealth; 
the exact dare of the fair is decided by 


Nobody's Fool [General 


You naturally think of things in the mast efficient way possible and tend 
fo react fo situations more pracefully and rapidky than most peaple. 


Benefit: You gain a +2 bonus all Sense Motive checks and Gather 


Informathon checks, 


Low Blow [General] 


You can set underfoot anki attack creatures larger than you, 
Prerequisites: Dodge, Mobility, base atiack bonus +4 or higher 
| Benefit; As a full-round action, you can enter an area occupied by an 
| opponent whe is af lesst one size category larger than you. You can 
then make a single melee attack at your highest attack modifier against 
this creature, who es Considered flat-footed against the arrack, After 
your attack, you return to the 5-foot square from which you enfered 
the opponent's 5-foot square. Using this feat provokes attacks of 
normally, 


Cpportunuty 


the fair’s orsanizers. A Masters. Fair 


usually lasts for three days. On the firsr . 
day, any halllings who have decided to . 
take up a career path since thelastFair 


visit the many Master Booths that © 
encircle the central feasting grounds. 


These booths are run by various cratts- ~ 


men, hunters, farmers, scholars, and 
military professionals. This day allows | 
young halflings to see and experience 
what various jobs and crafts entail; 
those who have made their Great 
Choice to become craftsmen approach 
the Masters they would like to work for 
and present their skills. The day ends in 
a feast, of course. During the second 
day of the fair, the Masters retire to the 
Masters’ Paddock, an enclosed area 
where the various craftsmen decide on 
which halflings to take on as apprentices 
or students, The other visitors to the 
fair spend the day playing games (most 
of which involve the throwing of 
stones), feasting, and relaxing. On the 
third day, the participants of the fair 
are invited into the Paddock and the 
Masters announce who they have 
decided to accep! as apprentices and 
students. While rare, it occasionally hap- 
pens that a particularly unlucky halfling 
is not accepted by any of the Masters 
he petitioned. In these cases, the halfling 
is generally expected ta follow his 
mother or father’s trade, More often, 
these rejected haltlings leave their com- 
monwealth to become knaves (see 
Commornwealths and Outsiders), 
Homecoming: When a halfling 
returns to his family from a worldwalk, 
the family throws a great feast and fes- 


halfling feddes his kin me I bi of his 
experiences during his worldwalk and 
passes out gifts to his Friends and fam= 
ily, After a homecoming, a halfling is 
allowed a few weeks to settle back a 
a sedentary life before he is expected 


to take up a profession related to vie a 


he has learned. 

Weddings: Halfling weddings invari-- 
ably occur early in the morning and are. 
held outside whenever possible. Unlike 
most other halfling festivals, weddings . 
are small and quiet affairs. Generally, 
only immediate family members and 
close friends of the bride and groom 
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are invited. The wedding: ceremony itself / 


is performed by a cleric chosen by the 
bride's family, and it takes place in a 
location chosen by the family of the 


groom, These short ceremonies involve 
a brief blessing of the union by the 
cleric, an exchange of marital vows arvd 
wedding rings, and a shared drink of 


NEW HALFLING FEATS 


Re Low Blow (General) 


higher 


You are especially pood at using the Low Blow feat, 
Prerequisite: Dodie. Mobility. Low Blow, base attack bonus +4 or 


Benefit: Using the Law Blow feat does not provoke an anack of oppor- 


B = 


| 
| 


tunity when you move into an opponent's square to perform the attack. | 


Swarmfighting [General) 


You and allies with this feat can coordinate melee attacks against a 
single targe? and are adept at Fighting side by side in clase quarters. 
Prerequisites: Size Small, Dex 13+, base attack bonus +1 or higher 
Benefit: ‘You can occupy the same 5-foot square in combat with any 
other allied, Small creature who also possesses the Swarmiighting feat. 
When you attack a Medium-size or larger creature with o melee 
attack, and at least one other ally with the Swarmfighting feat threat- 
ens the tanget, you gain a +1 morale bonus to the attack rofl. This 
bonus increases by +1 for each additional ally beyond the first with 


the Swarmftighting fear that threatens the same target. The total 
morale bonus imperted fo your attack roll cannol exceed your 


Dexterity bonus. 


Halfling caravans are often forced to set up Temporary campsites on 
the road when there is no village or nearby civilized wocommodations, 
in such cases, halflings organize their wagons into a tight circle in 
some easily defended area, such as in a narrow valley or atop a hil. if 
ihe caravan carries wapon shields, these reinforced oak blocks con be 
quickly set up to form a low (5 feet high) wall that can provide addi- 
tional defense, Halilings train from young ages on how best to set up 
a caravan encampment, each member of a traveling group is respon 
sibla for one specific task, and when the command jo encamp is grven 
they fall to their duties with delight. Races and competitions on who 
can finash ther tasks first are popular and serve to tighten the effi- 
clency of the process. A typical haliling caravan can set up a fully 


wine from a blessed chalice. After this, 
the bride and groom are pronounced 
husband and wife. The couple then 
retire to a private place of their choos- 
ing to consummate the marriage while 
the Joining Festival is prepared. 

Joining Festival While halfling wed- 
dings are small and quiet, the Joining 
Festival that occurs the evening of the 
wedding day is anything but. Like birth- 
days, Joining Festivals attract visitors 
from miles around, and they often last 
late into the night. Celebrants typically 
arrive much earlier than the bride and 
groom; in some cases the celebration 
befins before the wediding ceremony. 
For this reason, Joining Festivals are 
always held somewhere other than the 
location of the actual wedding eere- 
mony. The bride and groom traditionally 
appear at sunset amid fanfares of music 
not long thereafter. This feasr is a grand 
potluck: all of the dishes are prepared 
and brought by the suests. These “food- 
gifts” offen become quite pares 
and the creator of the d ry gen to be 
gre << 


s 

x ¥ re 
a es . 

eg 


} 7 


Tm age 


the tastiest by the bride and groom is 
often rewarded with gifts from the cou- 
ple's families. During the feast, the bride 
and groom take part in a “wine-bond,” 
in which they actually make a bottle of 
wine thar is sealed and set away to be 
imbibed on their 25th anniversary, 
Joining Festivals officially last until mid- 
night, at which time the bride and 
groom retire to their home. The other 
celebrants often stay on until morning. 
Final Birthday: On what would have 
been a deceased halfling’s first birthday 
after his death, the family and friends 
hold a final birthday celebration. This 
celebration is filed with feasting and 
tales of the life of the deceased, ancl it 
is generally a pleasant, if bittersweet, 
occasion, The deceased's possessions 
aré given away to family members and 
Friends during this celebration, In cases 
where the deceased did not prepare a 
will, the spouse, siblings, and parents do 
their best to decide who should get 
what: often, the intervention of the 
Council is required (see Justice and 
Politics), It is considered a grave insult 
to Yondalla and the spirit af the 
deceased to attempt to resurrect a 


halfling who has had his Final Birthday. 
HALFLING SEX ROLES 


Halfling societies dont separate male 
and female roles to the extent found in 
most other cultures, Both sexes are 
found performing similar tasks and 
working in similar professions in mos! 
halfling commonwealths. Nevertheless, 
there are certain professions that are 
almost always favored by a specific 


‘Sex. Legal professions, such as bartis- 


> 


ters and judges, are almast always held 
by male halflings. On the other hand, 


| most professions that interact with the 


outside world, such as translators, mer- 
chants, and messengers, are tavored by 
female halflings. 

In family life, parents of both sexes 
act as care-givers for children. The 


defended encampment in bess than 5 minutes. Tales are often told of 
one group of halfling’s who had sa perfected the art thar they could 
s¢1 up m less than 20 seconds, bur no halting can truthfully attest fo 
seeing such a feat accomplished, 

Weather permitting, the travelers sleep under the stars inside the 
wagon circle. If rain prechides this, the interor of the circle is some- 
times covered with several large strips of waxed canvas that are 
affixed to the wagons on the edges and propped up with pales in the 
middle, goving the encampment the look of a huge tent, Guards are 
always posted in wilderness or dangerous arces. |ypecally, three 
watches of three halflings apiece are posted; puard duty is swapped 
out each night so That everyone eventually seas in. 


parents usually shit the veonenuitike 
as to who cares for the child and 

who provides lessons and education in 
early stages; which parent assumes 
which role depends on their specialties 
or professions. 


ADULTHOOD 

Upon returning from a worldwalk or 
achieving journeyman skill in a chosen 
career path, a halfling is expected to 
become a supportive member of the 
commonwealth. Her skills should com- 
plement those of others, and her aid 
should be lent freely as appropriate. 
Not all of the jobs a halfling is expected 
to perform for the family fall under her 
specialty. For example, a carpenter 
might be asked to help clean up after a 
festival, or a baker might be called 
upon to aid in plowing a new field. 
Work is more or less shared equally by 
all members of the community. 

There are six career paths common 
in most halfling commonweaiths. Of 
these six, the miliary career path is 
generally thought of as the least enjoy- 
able. Although halflings love excitement, 
meaningless danger and vielence with 
no more opportunity tor wealth or hap- 
piness than can be gained otherwise 
are unpleasant. In some common- 
wealths, the military path is absent alto- 
gether; such communities offen rely on 
the goodwill of their neighbors for 
defense. The six career paths are: 

Military (soldier, scout, tactician) 

Craft (carpenter, baker, smith) 

Entertainment (minstrel, dancer, 

actor) 

Service (merchant, barrister, 

messenger} 

Agriculture (brewer, shepherd, 

farmer) 

Academic (sage, scribe, engineer) 

Each of these career paths affords 
ample opportunities for advancement 
and success. Services rendered to 
other halflings are almost never paid for 


in coin. Before any action is taken, the 
halflings involved agree on how the 
provider is to be compensated; usually, 
a food meal is all that is necessary. 
Sometimes, a haliling offers her own 
skills or goods as payment; for example, 
a farmer might reward a carpenter with 
4 winter's supply of grain in return for 
the construction of a sturdy fence. 

Many halflings do not keep money in 
their homes or on their person. After 
all, it's only necessary when one travels 
outside of the commonwealth, and for 
many halflings this simply newer 
occurs. Far those halflings who find it 
necessary to travel beyond the com- 
monwealth, there is the Commonwealth 
Treasury, a pool of funds kept safe by 
the Council that is made freely available 
to travelers. Those who borrow money 
from the Treasury are expected to take 
only whar they need. The Treasury 
itself is kept filled by the sales of goods 
and services to communities outside 
the commonwealth. 


HALFLING 
PROFESSIONS 

There are no real! social classes in 
halfling society aside from age. As 
halflings grow older, they offen change 
their professions to account for their 
increase in knowledge and 
decrease in vigor. 

Venerable halflings gener- 
ally retire from their pro- 
fession altogether, It should 
be noted thal halflings rarely 
became weaponsmiths, armorers, 
bowyers, or similar craftsmen. They 
generally live in peaceful regions where 
such skills are not in demand: when 
they are needed they secure these skills 
from neighboring towns or cities. While 
ir isn't unknown to encounter a halfling 
of a profession normally associated 
with a younger age, it is indeed rare to 


encounter a halfling working in a pro- 
Fession normally associated with an 
older ape. Here are common profes- 
sions or societal roles for halflings of 
differing ages. 
Old aged: alchemist, barrister, 
judge, sage, storyteller. 


Middle aged: apothecary, fa 


architect, bookbinder, brewer, 
engineer, tactician, transiator. 
Adult: actor, artist, baker, 
carpenter, cartwright, dancer, 
farmer, merchant, messenger, 
minstrel, poet, scout, shepherd, 
amith, soldier, swineherd, 
tanner, teamster, weaver, 
wheelwright. 


In halfling sociery, courtship is often a 
subject of endless gossip. There is no 
formalized procedure regarding 
courtship for halflings. Love happens 
where ir will, Arranged marriases puzzle 
halflings to no end, and they are the 
subject of endless jokes and comedic 
bawdy songs. Idle courtships are fairly 
common belween young, halflings before 
they make their Great Choice. These 
courtship are usually kept secret and 
can become quite passionate. Festivals 
[particularly birthdays) are noto- 
rious for spawning such 
courtships. Nevertheless, they 
generally last no more than a 
month and usually end when 
one or both of the lovers 
becomes bored with the other, or 
when gossip about how serious the rela- 
tionship is growing reaches the lovers. 
For most young halflings, norhing is 
more terrifying than marriage. Adults 
find this behavior entertaining, and they 
often fease younger halflings in love. 
Once a halfling becomes an adult, 
this attitude begins to change. 
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Courtships no longer have the secre- 
tive qualities they had in youth. The 
lovers are much more open abour their 
affection for each other and spend as 
much time as they can together; most 
of these courtships end in marriage 
within a year. 

lhe parents of the bride and groom 
are responsible for organizing the wed- 
ding, and this often turns into a friendly 
competition as éach tries to outdo the 
other. A halfling wedding consists of 
two separate events; the weddings itself 
and the Joining Festival that follows. 
Both of these events are described 
under Festivals. As part of the marriage 
ceremony, the younger halfling assumes 
the family name of the elder, and the 
two are welcomed as new sons and 
daughters by both families involved. The 
couple has complete control over which 
family they decide to settle down with: 


HALFLING GANGS 


Helflings understand that there is sefety and strength in numbers, but 
they also understand that “foo many cooks can ruin the meal” The 
concept of a halfling sang arose from these seemingly contradictory 
sayings. A halfling gang typically consists of four individuals; less than 
this tends to result in the loss of important skills useful to the whole, 
bur more tends to result in bickering and loss of efficiency. 

A halfling gang forms for a specific purpose. For example, when a 
new Village must be constructed, each aspect of the construction 
might be the responsibility of several gangs. One gang of four miphe 
be charged with digging a well, hile a ditferenr gang would be 
changed with building a stable. Halflings have a knack for forming 
gangs of individuals whose skills complement each orher rather than 
duplicate each other, The aforementioned well-diaging gang, for 


example, might be made of a halfling with mining knowledge, one who 
is Skilled at dowsing, another who ts strong and hale and can dig for 
hours without tiring, and a halfling carpenter who can build the well's 
shelter and buckets. Each sets to his appointed tesk on his own initia- 
tive, but they don't forget to ad the others when needed. 

Most halfling pangs disband as soon as their goal is accomplished. 
There are exceptions, of course. Many bands of halfling adventurers 
aré in fact longstanding gangs. A well-rounded and @xperienc ad 
proup of adventurers including a fighter, a cleric, a ropue, and a 
wizard can overcome nearly any obstacle, Iwo additional gang arche- 
types are the footpad and the woodlander gangs, each of which is 
described in more derad in irs own sidebar. 
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of the couple. a 
Halflings have an uncanny knack for 
finding mates who are loyal, dedicated, 
and true. Adultery is quite uncommon in 
halfling sociery, and when such affairs 
are exposed, they are quickly forgiven 
_and forgotten. If a second affair comes 
to light (his is very rare), the jilted 
halfling has the option to forgive again 
or 10 press for divorce. Divorces are _ 
quite scandalous in halfling society, and 
they are dealt with as quickly and quietly 
as possible. A neutral barrister or judge 
attempts fo settle the matter. and the 
guilty party is usually urged to leave the 
commonwealth. The victim of the infi- 
delity is allowed to remain in the com- 
monwealth, but often the other halflings 
harbor unfriendly views against some- 
one who could drive his spouse to such 
extremes as to cause a divorce. The two 
families of the divorced couple grow 
apart, and hostilities might flare as each 
blames the other for causing it. There 
really is no winner in a halfling divorce. 
The death of a spouse is a far more 
common event than a divorce, though 
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eS to remain unattached romanti- 
cally for at jeast six months go as to 
avoid possible charges from the other 
farnily of infidelity to the lost spouse's 
memory. Once this period of mourning 
has passed, the halfling is free to court 
and marry again. In practice, however, 
few halflings who lose a spouse ever 
find love again; most of them spend the 
rest of their lives alone and bitter. A 
halfling’s passion is difficult to slay, and 
once gone is even more difficult to 
rekindle, 


FAMILIES 


Unlike most other races, halflings do not® 


possess ancestral homelands. They are a 
race of wanderers and nomads. Haltlings 
live together in family units. In this case, 
a family can be quite large, often con- 
sisting of up to a dozen different units 
related by blood or marriage that have 
banded together for safety. The immedi- 
ate family (parents and siblings) Is 
referred to as a “birth family,” and it 


alk’ 6 consists aot rwo ) parents md | | 


around four children. A standard family 
of halflings can number in excess of a 
hundred individuals. In halfling society, 
the Family unit is the most important 
factor; no member of a family is more 


- important than another. 


Ape brings respect in halfling Fami- 
lies. The eldest members of a family are 
often turned to for advice in times of 
need, and their decisions are acted: 
upon without question. This dedication 
to their elders is expected of all mem- 
bers of a family. Disobeying an elder is 
strictly forbidden, except in cases 
where the elder is obviously not in his 
right mind. The punishment for dis- 
obeying an elder varies both according 
to the difference in age between the 
two and the age of the disobedient 
halfling. Young children are taught from 
an early age to respect and obey their 
older siblings, just as their older siblings 
are taught to obey the older members 


of the family. All halflings are keenly 


aware of their age rank in a family, and 
this leads to bitter rivalry berween 
halflings of similar ages. 


| The bane of any city guardsmen, foorpad gangs consist of four 
halflings who have banded together to burgle the nch and otherwise 

| cause mayhem in the pursuit of their own wealth. Footpad pangs are 

| intensely loyal and stop at nothing to secure the rescue of one of 

| their members who has been captured by the law. Most Largs cities 

| boast at least one footpad gang. Thase gangs have developed a com- 


possess ane of two levels of rague to round out their skills, All Four 
members work together to plan thelr jobs, but in implementetion it isnt 
unusual for the gang members to ga their separate ways to eccom- 
plish each of their respective tasks alone, often simultaneously. The 
bard is most often responsible for serving ws the gang's public Face 
and contact with the law. The rogue does most of the snaakwork and 


pilex series of hand signals and subtle facial expressions that alicw 
them to communicate with one another and with other footpad pangs 
by using the Innuendo skill this allows rival gangs to avoid bungling up 
| each other's jobs, it is considered bed form in the footpad gang sub- 
culture to sabotage or infterfera with another gang's job. 
A footpad gang is almost always made up of a rogue, a bard, a 


monk, and a fighter, The bard, monk, and fighter members usually 


actual infiltration of the target. The fighter prowides muscle anc intimi- 
dation where necessary, and the monk provides additional support 
along all thrae of these lines as the need arises. Since foompad gangs 
usually work separately to accomplish ane goal, it is diffioult If not 
impossithe to alt ngst sullen ead cheat Sands peakagtn 
their number remains free, any who have bean captured are rescued 
at the first cpportunity. | 


"Almost oll halfling commonweslths count a woodlander gang as their 


| dwn. These pangs do not live with other 
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Just as halflings are expected to 
share their skills and knowledge freely 
with other members of their family, so 
too is material wealth shared without 
question. If a farmer breaks a hoe he 
can simply wander over to a neighbor 
and take his hoe to finish his work, 
assuming the neighbor wasn't using the 
hoe to begin with. Likewise, should a 
halfling need money fo go to a human 
lawn for supplies he could not procure 
from his neighbors, he is free to take 
this money from either his family or his 
neighbors as he can. Unfortunately, it is 
difficult for many halflings to wrap 
their minds around the concept that 
other races do nor share with such fre- 
quency. Common is the startled halfling 
who doesn't understand why he was 
thrown in jail simply for taking the 
pretty bracelet he saw in the mer- 
chant’s window, This concept of sharing 
is the primary reason for the com- 
monly held misconception among non- 
halflings that all halflings are thiewes, 


GOMMONWEALTHS 
Halfling families are semi-nomadic. 
They settle down in a particular region 
that strikes their fancy only to uproot 
and move along. All birth families are 
expected to maintain wagons and pack 
animals to move at the drop of a hal, 
Strangely, this lifestyle does not mean 
halflings live in wagons or tents or tem- 
porary structures. Rather, halfling fami- 
lies tend to form what are known as 
“commoanwealths.’ 

A commonwealth can consist of up to 
a score of separate families, although 
usually they number about ten. The 
families of a commonwealth lay claim to 
many dozens of square miles in area; 
ihis region usually encompasses the 
lands of other allies such as humans or 
gBnomes. Scatered throughour a com- 
monwealih are different halfling villages 


| but rather patrol the 
wilderness greas in and bordering the commonwealth to keep en eye on 
any threats 10 the area. They rarely interact with the commonwealth 
directly, preferring to leaye warnings and messages along established 
Trade routes for their kin to find as necessary. Wooclander ganps are 
loners who avoid soclety and five thair lives alorna with only themselves 
as company. The four mambers generally trust only their kin, the other 
halflings in their commonwealth are offen thoweht of as wards or chil- 
dren who need to be protected. When these wards are threatened, the 
local woodlander gang is quick to respond with often deadly force. 
Despite their isolationist ways, they can quickly arrange for a large fight- 
ing force of animal companions and summoned monsters. 


Composed of permanent structures and 
comfortable warrens carved into hill- 
sides. Often, these villages are incorpo- 
rated into existing settlements founded 
by other races for convenience. It's eas- 
ler to conduct trade with outsiders 

When a family moves, it is normally 
along an established track between two 
of these villages. Generally, a common- 
wealth contains twice as many villages 
as Families. While this means that sev 
eral villages remain uninhabited, it 
insures that there is always a place for 
a family to go. Upon settling into a new 
village, a halfling family spends several 
days or ewen weeks repairing struc- 
tures and getting things in order. It isn't 
uncommon ro find thar humanoids (usu- 
ally kobolds or goblins), bandits, or 
monsters have moved into these empty 
village sites, in these cages, the soldiers 
and military-minded family members 
decide whether it's better to force the 
squatters out or simply choose a citter- 
ént site ro claim. Sometimes a family 
decides to settle in an area that has no 
pre-established village; in this case, they 
work together to build homes and build- 
ings for all of their members as quickly 
as possible. 

In times of need, the various: 
halfling families band together f* 
to lend support to each 
other. This occurs most 
often in times of war but 
also during natural disasters 
and other destructive evenrs. 

A commonwealth that decides it 
no longer welcome in an area might 
decide to band together and set out as 
one unit to find a new place to live. 
These mass exoduses of halflings are 
rare, but when they occur they happen 
with astonishing speed. Over the 
course of a single night, it is possible 
for every halfling: in a »oo-square-mile 


WOODLANDERS 


A woodlander gang is traditionally composed of a barbarian, a druid, 
a ranger, and a sorcerer. Most take their first leved as a rogue to 
atford themselves additional skill points, Unlike most gangs, it’s not 
unusual for mambers of a woodlander gang to have redundant skills. 
The ranger and the druid often both arrange for animal companions to 
abd in ther duties. The rangar and barbarian provide muscle when com- 
bat is necessary. The druid and the sorcerer provide porant long-range 
spell attacks, Woodlander gangs use their skill overlaps to strengthen 
their results rather than rely on only one member to carry the load. 
After all, if at least two people work together to accomplish a goal, 
chances are better that one of them succeeds. Most woodlander gangs 
gain the Swarmfighting feat a3 s00n as possible to aid them in repelling 
gablin and orc invaders. 


areéa to pack up and leave for greener 
pasfures, 

As an interesting aside, it isn't 
unknown for a halfling family to contain 
non-halfling members. Orphans, 
foundlings, and other wayward children 
of all races are often adopted into 
halfling families if they seem friendly ar 
mn need of help. Such individuals usually 
grow up with attitudes quite similar to 
their halfling kin, despite the fact that 
they are obviously human, elf, lizard- 
folk, and so on. Halflings have even 
been known to befriend animals and 
intelligent beasts such as pseudodrag- 
ons, blink dogs, shocker lizards, and the 
like; such adopted creatures are treated 
as equals in the family. 

Another interesting fact abour halfling 
society is that they easily adapt to the 
social structures of other races. A 
halfling family that settles near or in a 
village or city inhabited by members of 
another race develops traditions and 
values similar to that race over a period 
of several months (assuming they do 
not leave), They maintain their love of 
testivals and optimistic attitudes, but 
other qualities rapidly take on the tone 
of their neighbors, Most halflings live in 
human lands so they get along well with 
humans and are usually consid- 

ered friends and allies. A 
halfling Family thar settles 
hear elves becomes more 
z? enthralled with nature and 

magic. A halfling family thar 
-- gatthes near a dwarven clan 
becomes militaristic and possibly 
somber. Stories are tald of halflings 
who settle near orcs or other goblinoids 
and become savage or downright evil. 

Finally, it should be noted that not all 
halflings live in families. A lange number 
of halflings, tor whatever reason, have 
utterly abandoned this lifestyle, Known 
to other halflings as “knaves,’ these 
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P Some enterprising halfling akchemists also become great chefs, as the 
two practices share much in common, and as halflings enjoy their Foad 

and drink se much, Only a few have the skill and funds necessary to 
prepare these potent recipes; those who do quickly become famous 
and proud icons of their commoneulih. These cook-alchamists have 
taken their recipes fo the next level, creating astonishing fare with 
interesting side effects. 

Each of the recipes below is given an Alchemy DC rating, this is the 

— fwmber required fo prepare the item successfully without also making 

_ it into a delicious culinary masterpiece. Alchemists with the Profession 
(eook) skill who want to make the items tasty a3 well as useful must alco 
make such # Profession (cook! skill check at the same DC. Failing this 
second check doesn't mean the alchemy item doesn't work, only that 
the imbiber might have to choke it down te get the beneficial effects. 

Halfling Trail Bread (DC 15): This recipe produces len servings of 

spicy. dry bread, A serving eaten with water provides sustenance 
equivalent to a normal meal. The truly amazing thing about these vit- 
tas is thar they remain fresh for three months, making them «xcellent 
rations for those on the move or as stockpiles against sieges or 
famenes. Unfortunately, the: sccetelen tor trail braad are rare, making 
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them a bit expensive, Cost: so gp, Weight: 1 pound/serving. 

Grondiel's Chicken Soup [DC 21): This reaipe produces six servings 
of thick, hearty soup that remain fresh for a day. Those who eat a 
serving of thes soup gain a +4 akchemical bonus to any Fortitude sov- 
ing throw made to resist catching any disease during the next 6 
hours. Cost: 7a gp. Weight: 1 pound /serving. 

Moonmoss Pudding (OC gok This recipe produces one serving af 
sweet fruity pudding that actually glows in the dark. Moaonmoss pud- 
ding is a favorite of many halfling children. This pudding provides a 
short-lived boast of energy for 1 hour alter if is caten, pranting a +1 
aichamical bonus to Initiative checks made durmg this time. Moonmoss 
pudding stays fresh for a day. Cost: 150 gp. Weight: | pound/ serving. 

Zumzum Cake (DC 25k This recipe produces one small buttery 
pastry with a minty aftertaste. ipa zumzum cake remains fresh for a 
week, A zumzum cake increases the body’s natural healing rane. A 
person who eats a zumzunmn cake before going to sleap for 8 hours of 
non-bed rest rapaing hit points @s if she hed rested for a full aq hours. 
Someone whe cals a zumzum cake follawed by 4 hours of bed rest 


regains hit pomts as if she had bed rast for a full 24 hours. Cost: 75 
Se eee | 


individuals are subjects of sadness, 
despair, scorn, or even hatred from 
family halflings. Knaves usually left their 
home for a worldwalk and decided that 
life among humans, elves, dwarves, or 
whatever suited them better than lite 
with their own kind, More rarely, they 
are halflings who have been exiled due 
lo divarce or some heinous 
crime. Rarest of all are 

the halflings who left 

their villages because 

they simply despised 

their kin. These 

halflings often become 
criminals, assassins, or 
worse, and they often work to bring 
pain and suffering to their happier kin 
for reasons only they understand. 


SUPERSTITIONS & 
BELIEFS 

Halflings worship a sizable pantheon of 
deities, but the mast popular religion is 
the worship of Yondalla the Protector, 
the creator of the halfling race. Every 
commanwealth contains at least three 
clerics of Yondalla. Often, these clerics 
are also elders in positions of leader- 
ship. Religious ceremony infuses much 
of a halfling’s life: Quick prayers to 
Yondalla before eating, before going to 
bed, and before undertaking risky tasks 
are common, This religious aspect to 
halfling life is never intrusive, though. 
Most halfling villages in a common- 
wealth include a small shrine dedicated 
to Yondalla and the halfling gods. In 
some cases, a particularly important 
shrine is tended by a permanent staff 


of clerics. Halfling clerics are expected 
to tend and care for shrines and 
churches, but they are not expected to 
live solitary lives of chastity and loneli- 
ness. A halfling cleric lives her life just 
as other halflings da, in the company of 
friends and family. 
Druids are also relatively common in 
halfling society. Halfling druids tend to 
be hermits, though, and live alone 
in the wilder areas of a halfling 
commonwealth. Often, a halfling 
druid is sought by locals to help 
with a problem with predatory 
animals or similar situations. If it 
can be avoided, the halflings preter to 
leave their druids alone, as they can be 
temperamental and unpredictable. 
in addition, halflings often rake on the 
worship of neighboring religions com- 
mon in the lands of neighboring races. 
This seems fo be an extension of their 
social adaptability. Worship of Yondalla is 
usually not displaced except in cases 
where these other gods have values and 
beliefs in opposition to that of the 
Protector. It isn't unusual to see halfling 
clerics of gods like Ehlonna, Gar! 
Glittergold, Fharlanghn, or Obad-Hei 
serving in churches alongside clerics of 
Yondalla. A standard halfling attends reli- 
gious services once a week, Beside 
Yondalla, they don’t usually worship one 
deity in preference fo another, burt 
rather they worship the deities who have 
clerics in their family or commonwealth. 
Halflings are naturally optimistic; they 
believe that, no matter haw grim or 
harrible ¢ situation might be, things 
work out for the best if one just keeps a 


good attitude. This attitude plays a large 
part in allowing halflings to resist fear, 
borh natural and magically induced. 
Halflings are strong believers in luck, 
but they also believe that good luck 
comes ta thase who don! worry about 
things toc much. Excessive worry leads 
to bad luck. Although they can be hard 
workers, halflings prefer to relax and 
watch the world go by. They believe 
that an overworked person 15 more 
prone to anger and that too many over- 
worked individuals in one place lead to 
unpleasantness like wars. Halflings take 
joy in the lirle things in life. A powerful 
halfling warrior is more likely to be 
proud of (and indeed, more likely to be 
remembered for) growing the biggest 
squash in her commonwealth rather 
than for slaying a dragon. 


GCOLLECTIONS 

One of the most unique aspects of 
halfling life is their absessian with cal- 
lections. Almost every halfling has ar 
jeast one collection; truly ambitions 
halflings might have a dozen separate 
collectians. Halflings with similar collec- 
tions often engage in intricate trades to 
optimize thew collection, and like- 
minded collectors often compete with 
others for the most complete collection 
of a specific subject. Envy of anorher's 
collection is in fact the mos! common 
cause for crimes and violence in 
halfling society. Someone who willfully 
steals from or sabotages another 
halfling’s collection is prosecuted 
quickly; such criminals usually face 
exile from the commonwealth. 


Listed below are several common 
collections. As a ganeral rule, a collec- 
tion of 20 or more Unique entities is 
considered standard, a collection of 50 
or more impressive, and a collection of 
over 100 Unique enfit 
han amazing. A halfling who has sev- 
eral large but incomplete collections is 
not awarded the prestige of a halfling 
with a complete lor nearly complete) 
single cipinasde 

Halfling villagers: Pressed flowers 
and plants, in nsects; pretty rocks and 
stones, animal claws, bones, seeds, 
arrowheads, throwing stones. 

Halfling adventurers: Coins, stains 
from taverns, stones from different 
cifies, ems, monster teeth, potions, 
magic wands, spell components, throw- 
Ing stones. 


VALUES, ARTS & 
oOKILLS 

Haltlings value honesty, cheerfulness, 
and creativity over everything else. 
Stubbornness is viewed as a character 
flaw, and individuals displaying such 
lraits often find themselves the burt of 
numerous insults and practical jokes 
when in halfling company. A halfling 
avoids lying to other halflings but does 
hot observe the same level of polite- 
ness in the company of those they 
deem crude, depressing, or dull, 

The halfling language is unique in that 
i is rarely, if ever, written in perma- 
nent form, Halflings have a strong oral 
tradition. The histery of a common- 
wealth is recorded in numerous enter- 
taining stories and parables that 
halflings memorize al a young age. 
These stories are told again and again 
at festivals, after dinner, or whenever 
someone is listening. Halflings never 
seem to grow tired of hearing the same 
story they've heard a hundred times 
before, but the best stories are those 
that have never before been heard, 
Homecoming festivals are naturally the 
greatest time for such stories, and a 
halfling returning from worldwalk often 
warse aver the course of 

one lang night of stories. 

Also popular itty halflings is the 
art of trading insults. Close friends cre- 
ate and perfect insults, then try them 
out on éach other, honing their skills 
for a day when they might be needed. 
Insult matches are often held to deter- 
mine guilt or liability in times of dispute 
(see Justice &t Politics), Crude insults, 


while entertaining, are nor considered 
as potent or powerful as a subtle insult 
thal cuts to the quick. To a halfling, the 
perfect insult is one thar makes liltle or 
no sense at the time of delivery, but Z 
several hours later (hopefully while he | 
victim is trying 10 go to sleep) the 
nature of the insult is realized. An insult © 
that does its damage long after deliver ae 
is both safe and lasting. | 
Halflings enjoy playing games of at 
sorts, both indoors and outdoors. 
Games are usually a prominent feature 
of most halfling Festivals, and are sen 
erally overshadowed only by the feast- 
ing. Of all the types of games inssh « 
play, none are more popular than 
stonethrowing games. There seem to b ee 
an infinite number of variations on this 14 ct 
type of game, but most of them revolve 4) 
around hitting a mowing target froma | 
distance with a hurled rock, Halflings 2 
collect stones that are particularly we 
suited for throwing and refuse fo use 
olher stones in competition. A popular 
variant of the simple “hit the moving 
ranger version is a game known as 
“skipping. In this game, a halfling = =~ 
stonethrower must hit a designated tae BAI 
get by skipping or bouncing a hurled = fis 
stone off of other targets. The most 
accomplished skipping players can hit 
targets that are out of sight or haere 


other rocks. Ancihed popular variation ~ 

of the game is called “hit the birdy,” in | 

which one halfling attempts to hit a lar~ : 

ger while the competitor tries to deflect — 

his stone with a stone of his own, 
The one skill in which almost every 

other race agrees that the halfling the =r 2 ee ia : 

master, though, is cooking. Halfling Mii, ic, ali, ek Meee namin tel mmm 

recipes are rarely written; they are HALFLING RIDDLES 

taught from parents to children orally While cooking, stonethrowing, insulting, 

and are jealously guarded secrets. and storytelling are all popular pastimes 

Maltlings constantly try to improve in halfling society, the art of riddling is 

their personal dishes in attempts to the most popular of them all. Most 

keep ahead of the inventions of their halflings engage in long riddling con- 

nelehbors. Often, a family of halflings tests with their best friends. One 

holds a feast simply to show off asin- _ halfling asks another a riddle and waits 

gle new recipe. Stories are told of for the correct answer. Any number of 

unique halfling recipes that create guesses are allowed, but no hints are 

magic foods thet have magical effects; = given and no aid from others is wel- : 

if this is true, the secrets of such comed or sought. A good riddle can 

recipes could make those halflings in keep a halfling thinking for days or 

the know wealthy. Unfortunately, even weeks. Elders often tell stories of 

knowledge of a magical recipe is worth _sriddles so cunning or complex that they 

more than any amount of gold for most drove halfling’s mad, and they warn 

halflings, and many end up taking their = youngsters to avoid asking riddles that ) 

secrets to the grave. they cannot answer themselves. A | 

halfling who gives up can demand the 


riddle's answer from the questioner; 
this usually requires ihe stumped 
halfling to perform some sort of serv- 
ice for the winning riddler. If the riddler 
does not have an acceptable answer 
for the riddle, though, her reputation 
suffers greatly. Halflings who ask rid- 
dles they themselves cannot 
answer 100 often are usually 
scorned and forced out of 
their commonwealth. 
Halflings sometimes try to 
purchase or sell foods sim- 
ply by asking or answering 
riddles, so any halfling that 
expects to succeed in life had better 
work on keeping a fresh set of riddles 
in mind for emergencies. 

Three common halfling riddles are 
listed below. For the most part, any 
halfling worth her salt has heard these 
riddles: they still sometimes work on 
humans and other races though. 


Riddle: | have a mouth but cannot 
speak, lay on a bed but never sleep. 
Answer: A river. 


Riddle: A goblin walked twenty miles 
into the woods to find me, slopped fo 
look for me when he got me, then 
threw me away when he found me. 

Answer: A splinter. 


Riddle: I've more heads than any hydra 
and more tales than the longest book. 
Answer: A sack of coins. 


JUSTIGE & POLITICS 
Age is the most important factor in 
halfling society. The eldest member of a 
family is the most respected and ven- 
erated member, and the words of one’s 
elders are to be obeyed withour 
guestion. Nevertheless, there 
are times when the eldest 
member of a family cannat 

lead the family properly 

due to infirmity. To rectify 

this, the day-to-day \eader- 
ship of a halfling village is 
placed on the shoulders of a patriarch 
or matriarch. This halfling is attended 
by a number of elder advisors (usually 
six, one representing each of the com- 
mon career paths) who handle resolu- 
tions of conflicts and organize events 
that require input or effort from the 
entire family. Collectively, this group af 
halflings is known as the Council. 
Selection of new elder advisors is the 
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patriarch or matriarch’s responsibility: 
appointment to the office of elder adwi- 
sor lasts for life. Selection of a new 
patriarch or matriarch is determined by 
the elder advisors, who select the best 
choice from nominations made by the 


family at large. 


Aside from the Council, there is 
no official ruling class in 
halfling society, Generally, 

a halfling’s parents govern 

the offspring, administer 
“punishment, and so on. 

Halflings are fairly easy 

going when it comes to conflict, 
In fact, they generally try to avoid it 
wherever possible. Nevertheless, crime 
is no stranger to halfling common- 
wealths. For minor crimes (such as fail- 
ing to hold up one's end of a Bargain, 
refusing to da one’s share of the work, 
or wasting resources), the offender's 
parents or elder siblings administer 
punishment. Usually, this involves 
enforced labor, confiscation of valued 
belongings, or religious penance. A 
halfling can prove his innocence either 
through quick wil or supporting evi- 
dence, or by challenging the accuser to 
an insult or riddling due). Halflings 
believe that the guilty party in such a 
duel is wracked with remorse and thus 
quickly makes an error, exposing his 
auilt, 

More heinous crimes, such as $abo- 
taging another halfling’s callection of 
mead bottles, assaulting a halfling, 
arson, or banditry are always brought 
before the Council. Halflings accused of 
these crimes are usually confined to 
their homes while the Council members 
hear testimonies and view evidence. 
The accused can have friends and fam- 

ily argue for his innocence, but he 
cannot speak directly to the 
Council. Those found guilty 
of such crimes are 
required to right the wrong 
In. some way, usually by 
giving belongings or volun- 
teering their skills or the skills 
of their family and friends to fix what 
was done, In cases where a halfling 
repeatedly commits these heinous 
crimes, exile from the commonwealth 
might be recommended. An exiled 
criminal is allowed to take with him ane 
pony and all the food and gear he and 
the pony can carry, and he must leave 
by sundown on the day judgment is 
passed. Those who remain in a village 


after exile quickly find that no one 
speaks with them and they are univer- 
sally shunned. An exiled halfling who 
continues to harass locals is senfenced 
to true exile (see below). 

Truly devastating crimes such as 
murder and treason are excephionally 
rare in halfling society, but they do 
happen. In such cases, the accused is 
kept imprisoned in an area where he 
can do no further harm and is guarded 
at all times by several soldiers. During 
this time, the Council hears testimony 
and views evidence as in lesser cases, 
but rarely does one come to the aid of 
a halfling accused of such a crime. 
Sentencing relies solely upon what the 
Council hears through testimonies of 
the victims. In ambiguous cases, the 
Council might call upon the aid of spell- 
casters to perform divination magic to 
clear matters up. A halfling found guilty 
of treason, murder, or a similar heinous 
crime is always sentenced to true exile, 

True exile represents the height of 
halfling punishment. The guilty party is 
apprehended and escoried by armed 
guards to a distant point on the edge of 
the commonwealth and lett with nothing 
but the clothes on his back. Any halfling 
who attempts fo return while under 
true exile is treated as an enemy 
invader and might be attacked by 
guards. This is as close as halflings 
come to an actual death penalty, which 
they regard as barbaric. 


DEATH & BURIAL 
Halflings do not cope well with death. 
When a member of a halfling family 
dies, clase friends and family members 
spend 2 day in mourning, during which 
time they remain sequestered in their 
homes. Friends and well-wishers leave 


gifts and offerings of food on the 


doorstep of a house of mourning while 
the funeral is prepared. Sometimes, 
periods of mourning last for several 
days; in such cases, a Council member 
has 10 enter the house of mourning fo 
encourage the family to come to grips 
with their loss and permit the funeral 
to proceed, 

Once they have mourned thetoss-of 
their loved one, the deceased's family 
carries the body from the home.to thes» 
site af the funeral (which is usually"hekd fame . 
at the closest shrine). In.cases where no gil 
body is available, 2 valued possession of 
the deceased is substituted in ifs place, a2 
The funeral proceedings themselves are 
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long, somber affairs during which the 
friends and relatives of the deceased 
recount stories and fond memories. 
When all have had their say, the body is 
blessed by a cleric and than transported 
by the family and close friends to a 
graveyard. Everyone helps dig the 
prave, and the body is interred without 
a coffin. A small pile of stones is placed 
over the center of the grave, and the 
deceased 5 name, date of birth, date of 
death, and a short epithet are carved on 
a large communal monolith thar stands 
af the graveyard’s center. Friends and 
relatives then depart while other atten- 
dees and clerics take care of filling in 
the grave. A single cleric stands guard 
over a freshly buried body for three 
days as a service to the departed soul. 

After the funeral, if the deceased died 
of ald age at home and among friends, 
the mourners have a grand feast. These 
feasts are designed to pick up the spir- 
its of the mourners, and they are fes- 
tive, bright, and cheertul ewents filled 
with storytellmg, dancing, and games. If 
the deceased died of violence, pesti- 
lence, or orher unnatural means before 
2 full life was lived, this feast is often 
canceled. Tha mourners return to their 
homes and continue to mourn, offen for 
many weeks. 
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On the deceased's next birthday, the 
Family and friends of the deceased hold 
a Final Birthday celebration (see Festivals, 
above). Once this avent comes and 
foes, the mourners are expected to 
come to grips with their boss. Those 
halflings who continue to mourn after 
this point quickly begin to annoy the 
others, and if the mourning continues 
might even tind themselves the target of 
mean-spirited practical jokes, This 
apparent cruelty arises not from an 
actual desire to torment the mourner as 
much as if does from annoyance. Alter 
all, as long as the mourning continues, 
the other halflingss in the community 
cannot forget them loss. 


HALFLING 
ADVENTURERS 

Despite their domestic and relaxing 
lives, many halflings become adventur- 
ers. Most halfling adventurers are sim- 
ply those who have just started a 
worldwalk; upon retiring from edven- 
turing life they return to tell their kin 
what they have learned..Other halfling 
become adventurers to support them- 
selves after having been exiled or on 
hecoming a knave, Mast tragic 

of all are those halflings 

whase families were ©” air 
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killed by war, disease, or violence. 
These halflings are known as the “last, 
and in cases where they are not 
adopted by neighboring families, they 
always seem to turn to adventuring 
as a way to come to grips with their 
Tragic past. 

Although halfling adventurers can be 
of any class, most are rogues or have 
al least some training as rogues. Their 
small size, natural grace, keen hearing, 
and natural skills with thrown weapons, 
climbing, jumping, and sneaking make 
them naturals. A halfling im a big city 
will often find that the jobs he is 
offered can be completed best with a 
rogues skills. Alsa, the halfling’s knack 
for avoiding mishaps often plays a huge 
part in completing a mission success- 
fully. It can almost be said thar hal flings 
were born fo be rogues. 

Allin all, halfling adventurers usually 
become a well-loved and walued addition 
fo any adventuring party; their cheer- 
fulness is quite infectious and_cften the 
only thing that keeps a wounded party, 
from falling inte despair. 
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Everyone knows that halflings make good rogues, but perhaps because of the influence of éarlier edi- 
tions, few think “tremendous cosmic power” when dreaming up character ideas for D&tD's littlest PC 


race. its offen easy fo x 


in the initiative order eh of the time. 


by Jesse Decker 


Irhough they make praar ropues, 
A: halfling racial bonuses to 

Dexterity and saving throws, 
along with their size modifier to Armor 
Class, help compensate for a wizards 
typical lack of hit points. This high AC 
is doubly important because, although 
they're as hardy as humans, halflings 
move slow, putting them al risk during 
running battles or when facing many 
foes. Your opponents, thinking youre a 
rogue, will be worrying about you mov- 
ing into flanking position and be reluc- 
tant to engage if youre slanding nex! 
to other party members. Often, they'll 
stay out of reach just long enough tor 
you fo attack with a powerful spell, 

if you decide to play a halfling 

wizard, here are a few things to 
keep in mind, 


Stayin’ Alive 

The loughest job youll have as a Small 
character is staying alive, especially 
when burdened with a wizards Hit 

Dice. To survive combats that challenge 
characters with Twice as many hit 
points, youll need to do more than just 


POWER GAMING TRICKS 


et the jump on people as a halfling wizard, and not just because youll be high 


WIZARDS 


YOU CAN CALL HIM “MINI MAGE” 


tay out of reach. As a halfling, you'll 
mid with two extra points af AC when 
compared to a human wizard with the 
same base characteristics, Playing to 
this streneth is the easiest way for a 
halfling to keep out of harm's way. 
Don't rely only on a high Dexterity and 
a size bonus to Armor Class. Start with 
the first-level spell mage armor, and 
pile on the protective magic from 
there, An amuter of natural armor 
should be high on your list of magic 
irams to acquire, as should a ring’ of 
prorection. Use defensive spells liber- 
ally, and choose tactics that keep you 
out of combat. Beyond the long list of 
spells that increase your AC, think of 
long-lasting protective spells like pro- 
fection from arrows, resist alemenrs, 
and sfonesait, 


Dishin’ It Out 

Levels 1-4: Combat at these low lev- 
els is pretty straightforward. No spell- 
casters at this level have enough spells 
to cast a spell every round of combat. 
but as a halfling, you've got an effec- 
tive attack option for rounds when you 


don't cast spells. The halfling high 


Dexterity and the Alchemy skill can be 
a fearsome combination. Make 
alchermst’s fire and acid ahead of time 
and thraw them on the rounds you 
don't cast spells. With the Dexterity 
bonus halflings enjoy. your chance of 
making the ranged touch attack will 
probably be as ‘good or better than a 
fighters chance of hitting the same 
monster with a sword. Since you've got 
spells to rely on too, you wont need to 
puck as much ammo as an archer, On 
top of that, neither alchemists fire nor 
acid are affected by Strength modifiers 
to damage—you'll get the benefits of 
your high Dexterity and work around 
the penalties of a low Strength score. 
Levels 5-9: Wizards and sorcerers 
take a big jump in power once they can 
cast ord-level spells. In addition to rhe 
obvious Evocation spells, hasfe can 
almost double the effectiveness of any 
character, and fy can turn a relatively 
stationary halfling into a powerhouse 
capable of traversing the entire battle- 
field with a singe move-equivalent 
action. Through these levels, your 


CHOOSE MINIMUM HEIGHT AND WEIGHT FOR YOUR CHARACTER. You'll be able to reduce yourself to Tiny si size at lower z e 
levels, and you'll be easier for someone else to carry if the party needs to run away at a speed higher than 20.0 nF 


MAXIMIZE YOUR ARMOR CLASS. Start with a high Dexterity, cast mage armor, fet a ring af protection nd an amulet oF 
natural armor as soon as possible, use sfveld (preferably [rom a wand), and use a buckler (you can always drop it as a free 


action to cast those crucial spells), 


FAR SHOT IS.A THROWN WEAPON’S BEST FRIEND. Make maximum use of the halfling’ s +1 to hit with thrown weapons by ne : 
getting rid of those pesky range increment mocners As a wizard, you dont want to be that close to the bad § Buys: an 
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attack bonuses start to really suffer compared with 
those of other characters, even a high Dexterity isn't 
enough to keep up. While spells like grearer magic 
weapon and frue strike offer decent alternatives to 
ashy offensive spells, you're probably best served by 
crafiing or acquiring a few offensive wands for those 
ough tights when youre low an spells. 

Level io+: The secrer to hish-level spellcasters is sim- 
ple: Don't hold back. Combats last a little longer at these 
levels because hit paint totals tend to increase faster 
than the ability to deal damage; however the number of 
spells available to most spellcasters increases faster yet. 
Once you've reached higher levels, its a simple enough 
matter to burn through your spells then fefeporr home 
ta rest once the battle is over. There's nothing wrong 
with staying invisible and letting summoned creatures do 
your fighting for you. In tough bartles, rhe temptation to 
cas! a spell every turn might overshadow this conser- 
vative strategy, but it's a great way to remain active 
through less challenging encounters. 


Feat Selection 

Choosing feats is one of the coolest parts of the new 
D&D game. Considering the ease and power of push- 
ing a halfling wizards Armor Class ever higher, Dodge 
is a good choice at first level, Improved Initiative is 
also a strong choice—if you're small and get caught 
flat-footed, you could be grappled and our of the fight 
before you get to roll a single die. Run is interesting 
because if can mitigate one of the halfling’s bigves! 
weakness: a 20-foor movement rare, However, its 
probably more effective in the long run to hold out for 
Craft Wondrous Item, and just make one of the many 
items that will let you fly. 

Ranged attacks are also a viable option to pursue 
with your Small spellcaster. With erearer magic weapon 
and cai's grace, you can make up for a wizards low 
attack bonus, and the halfling’s high Dexterity and +1 
bonus to hit with thrown weapons help quite a bit. In 
conjunction with feats like Point Glank Shor and Precise 
Shat, these spells and abilities make you just as effective 
with a ranged weapon as a fighter of your level. But 
without bonus feats from your class or race, youll have 
to make this choice early for it to be effective. 


A Bit of Flavor 

Power gamers might rejoice at the combat advantages 
halfling wizards enjoy over their larger counterparts, 
but its just as important to pack the little guys full of 
personality too. Did your character's Tolkienesque 
desire for a comfortable life lead him to arcane spells, 
making choices like Leomund’s secure sheffer a natural? 
Or was your character, although nimble compared 16 
members of other races, not quite quick enough to 
compete with halflings of a more reguish bent? 
Answering these questions about your wizards back- 
ground is only the first step fo “Ysearlphy his personaliry. 
How does your character fee! about adventuring with 
larger companions? Aré they good insurance against a 
menacing ogre, or are they merely waiting for a perma- 
nent raduce spell? oD 


TOP 10 SPELLS FOR LITTLE WIZARDS | 


EXPEDITIOUS RETREAT (ist lent: Seen err 
Before you can cast Ay. beaks bs want a a way to counteract : 


“your speed disadvantage. 


MAGE ARMOR/SHIELD (1st level): 

You're little, so don't get hit. One of the keys to surviving 
as a little person in a dangerous world is never to ler 

ther hit you. Pile up armor bonuses, cover, size, Dexterity, 
and—if you can get them—natural armor bonuses to your 
armor class. 


| REDUCE (ist ‘sak 


tts duration is limited, but being Tiny isn’t all bad. Sou ger 
an extra point of Armor Class. Plus, you’ re really small, : 
50 you can probably co panes that many bali ace crealures - 
simply cant. - | Botrah ad eats cen eect Seo tn 


CAT'S GRACE (and level): 
Take more acverengs of your existing Dexterity. 


| INVISIBILITY (end level): stead peo OS 
I if there's a half ing. wizard credo, it 3 Don't ever make 2 a 


immune to os heir Sarita but il eee the chance that 
| foes can attack you. The duration is good, so if you slay 
back and summon creatures while invisible, the invisibility. eo tee 
spell might last for more than one : battle, | he 


FLY (ard level): 

There's no better spell for mid-level halfling mages. One 
3rd-level spell transforms your speed from a pitiful 

20 to a blazing go. 


HASTE (ard level ee 
Haste can provide a tremendous ‘ahibei'a advantage. The. ae 

bonus to Armar Class can boost your halfling’ § already: = 
good Armor Class high enough to keep mast from hitting. 


Plus, the extra partial action. can ler you keep up with the : se 


resi of the party during a protracted fight— ‘don't bis 
about the partial run action. 


REPULSION (6th level): 

You dont want monsters with multiple attacks anywhere 
near you—nor any big creature that might erapple You, 
Use repulsion to keep them at bay. Since it requires a Will 
saving throw, you'll usually succeed against the bie brutes. 


Ray SPELLM (carious ee 


) With their naturally hig sh Dexterity scores, , halfiegs es are 
| better than most at making ranged touch attacks. Take a- 
| look at Steve Schubert's. “Rays ¢ tee ee strap GOW. Annual 


| #§ for more ray spells, 


SUMMON MONSTER (various): 
You might be 3 foot 6 inches tall, but your summoned 
allies are as big as anyone's. Summon earth elementals 
and think “cover bonus to AC” 


by Monte Cook » illustrated by Mike Dutton 


vil has many forms and many 
names. Elemental Evil is just one 

Beer such type of insidious corruption 
that spawned long ago in the festering 
mind of some diabolic fiend. Il s 2 rot- 
ten spot at the very core of reality— 
those elaments that compose the world 
turned toward death, destruction, and 
betrayal. Bold warriors against darkness 
should rake note: Despite what you 
have heard and hoped—Elemental Evil is 
not dead. 


In the Service of Elemental Evil 
Elemental Evil is dedicated fo one con- 
cept, yet its followers approach this 
concept in four distinc? ways, |t looks 
into the heart of evil itself, and at the 
very heart of the world. The followers 
of Elemental Evil divide thamselves into 
four Temples, one for each of the ele- 
menrs, These Temples are separate 
organizations, but they are ultimately 
unified by a dark leadership thar oper- 
ates from the shacows. 

When one thinks of Elemental Evil, 
visions of evil beings made of the ele- 
ments spring to mind. But that is only 
the beginning. The vile servants of 
Elemental Evil include clerics that draw 
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upon the elements for power (or 
potentially, the Elemental Princes of 
Evil, see below), Such clerics typically 
enjoy not only the company of elemen- 
tals but also scores of other monsters. 
Do not be surprised to find kua-toa, 
dire sharks, or scrags in a Water 
Temple; basilisks or troglodytes amid 
the Earth Temple; invisible stalkers and 
powerful avians working for the clerics 
of Air; and pyrohydras and salarman- 
ders in the Fire Temple. Refer to the 
Manster Manual “Monsters by Type 
(and Subtype)” on page 4 16 get ideas. 

Just as often, the clerics of Elemental 
Evil employ evil humanoids and merce- 
naries to guard their temples, many of 
whom are converted followers of 
Elemental Evil, but some of whom are 
just there for the gold, Hobgablins, 
gnolls, and ogres are commonly found 
serving Elemental Evil clerics. 


Fighting Against Elemental Evil 
If you take it upon yourself fo struggle 
against the forces of Elemental Evil, 
keep the following in mind: 

e First—this is obvious bur it still 
bears mentioning=when it comes to 


fighting elemental forces, never use an 


element against itself. This is one case 
where you don’) use fire to fight fire. 

e Divide and conquer. With four 
competing factions (one for each elc- 
meant), only the strongest servants sur- 
vive. This competition makes for 
stronger forces, but it breeds hatred 
and rivalry that you can use to your 
advantage. When you battle the forces 
of the Earth Temple, disguise yourselves 
as members of the Fire Temple. That 
way, reports get back after your incur- 
sion thar the Fire Temple is attacking the 
Earth Temple. Not only does the Earth 
Temple not come looking for you, but 
they retaliate against the Fire Temple. | 
you need fo get inro the Water Temple, 
Fo to the Air Temple first and convince 
them to artack the Water Temple with 
you. You can tell the Air priests that it's 
in their best interest. Better yer, trick 
the forces of the Air Temple into 
attacking the Water Temple as a diver- 
sion and to weaken them for you, and 
then come in later on your own. 

if you are captured, always feed the 
paranoia bred by competing elemental 
factions. Fan the flames of dissension 
among your enemies. Let evil destroy 
itself, If the Earth Temple eradicates the 


al 


Air Temple, that leaves one less group 
of foes for you te deal with, Even if the 
Earth Temple's power and influence 
increases because of their victory, the 
resources that they expended almost 
certainly compensate from your per- 
spective. Divide and conquer. 

Don't ferget that there is usually 
some singular dark force behind it all, 
These evil masters offen take steps to 
make sure that their elementally aligned 
forces don't completely wipe each 
other out. Don't get overconfident in 
your ability to breed feuds. Eventually, 
the organizing force behind the factions 
will visit well-orchestrated, monolithic 
vengeance upon you, Be ready. 


There are Elements, 

and then There are Elements 

Of course Elemental Evil is based 
around earth, air, fire and water. But as 
any mage can tell you, the “elements” 
most important to magic are fire, light- 
hing, acid, sonics, and cold. Expect the 
elements to match up like this: 


“LIGHTNING — 
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The Elemental Princes of Evil 
Forces stir within the Elemental Planes 
that threaten our perceptions of ele- 
mentals, Even though they are thought 
1o be relatively mincless creatures with 
little consideration of morals or ethics, 


small but growing numbers of them 
cide with either food or evil. It would 
appear, at least for the moment, that 
the majority who “choose sides’ have 
chosen the side of darkness, for they 
serve beings known as the Elemental 
Princes of Evil. These beings, also 
sometimes known as archomentals, 
possess vast power and huge armics of 
like-minded and similarly affiliated crea- 
tures. The Elemental Princes of Evil 
often work al cross purposes, their 
selfish narures keeping them fram com- 
bining their might most of the time—and 
the forces of good are thankful, to say 
the least, Once again, the disparate 
nature of the elements favors the ene- 
mies of Elemental Evil. 

Olhydra is the elemental princess of 
evil water creatures. Sne is 3 hupe 
mass of churning water, and she dwells 
within a palace deep within some dark 
recess of har plane. She commands evil 
water elementals, sahuagin, water 
prues, water mephits, tojanidas, dire 
sharks, scrags, sea hags, krakens, and 
more. 

imix is the elemental prince of evil 
fire creatures. A towering column of 
flame with a huge sword, imix rules 
over a mass of enslaved evil fire ele- 
mantals, salamanders, fire grues, fire 
maphits, red dragons, fire giants, mag- 
mins, efreet, and other such creatures. 

Yan-C-Bin, the elemental prince of 
evil creatures of the air, is a whirlwind 
of destructive power, Although he 
dwells alone, he commands a huge 


number of evil air elementals, invisible 
stalkers, arrowhawa&s, air grues, air 
mephits, gritfans, rocs, and worse, It's 
said that even some vrocks and other 
demons serve in his army. 

Ogremoch is the elemental prince of 
evil earth creatures, He is a nearly fea- 
tureless humanoid of rock and clay with 
incredible strength. The ranks of his 
armies swell with evil earth elementals, 
xormns, earth grues, earth mephits, the- 
qquas, gargoyles, stone giants, trolls, and 
all manner of subterranean creatures. 

Some wonder, however, if there isn't 
some dark god behind the Princes. It 
would explain the tenacity and organi- 
zation of these otherwise chaotic and 
evil forces, 

(lr is also said that there are benevo- 
lently aligned counterparts to the 
Princes in the Elemental Planes as well, 
but that is a topic for another day.) 


Elemental Nodes 

It ts rumored that in the past, when the 
forces of Elemental Evil were extremely 
strong, they created four partial planes, 
one for each element, These planes took 
the form of moon-like spheres on the 
edge of each elemental plane. These ele- 
mental nodes, as they were called, were 
meant to be staging grounds to bring 
powerful elemental armies from their 
home planes into the Material Plane, and 
io creale a permanent conduit between 
the Temple of Elemental Evil and the 
home planes they relied upon. 


EVIL ELEMENTALS 


The chance for a summoned or called elemental or elemental being to be evil 


depends on ifs locaton, as follows 
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The nodes had an environment like 
the plane on which they bordered, bur 
conditions were somewhat less hostile, 
making it difficult but not impossible 
for people of the Material Plane to sur- 
vive there. 

it is likely that the Princes of 
Elemental Evil played some part in the 
creation of the nodes. It is also likely 
that the forces of Elemental Evil usec 
some sort of powerful artifact to help 
create and maintain them. Whether this 
artitact still exists ramains to be seen. 
The means of egress into the nodes is 
said to be sealed, but it is quite possible 
that they stil exist. Although they are 
most likely full of danger, they might be 
valuable sources of magical treasure, 
were they ever found and explored. 


Evil Elementals 

Many of the elamentals and elemental 
creatures that work with the forces of 
Elemental Evil are truly evil themselves, 
despite their “always neutral” alignment 
listing in the Monster Manual A small, 
isolated number of the inhabitants of 
the Elemental Planes are indeed evil and 
subjects of the Elemental Princes of 
Evil. Evil elementals are just like normal 
versions of their type except for their 
alignment and subservience to the 
Princes (and possibly some even 
greater evil force). 

If an elemental or elemental being 
lany creature with the Elemental type) 
is summoned or called by a cleric of 
Elemental Evil, that creature is always 
evil. If such a being is summoned or 
called by anyone else in areas con- 
trolled by the cult, there is a chance 
that it is an evil creature, While this is 
nol significant in ihe case of summon- 
ing (because the spell does nat allow 
for the summoned creature to act 
independently), it makes calling elemen- 
tal creatures dangerous. Evil elementals 
called by spells such as planar ally 
never work against the forces of the 


Elemental Evil, and they might even 
attempt to trick the caster and lure her 
into a trap or work with her enemes in 
some way. 

Even if a non-evil elemental or ele- 
mental creature ts summoned or 
brought into these areas, there is a 
chance (equal to one-half the chances 
listed in the “Evil Elementals” sidebar) 
that the being will immediately convert 


ta evil. 


New Elemental Evil 

Domain Spells 

DM Note: The clerics in fhe Kefurn to 
the Temple of Elemental Evil do not have 
these spells designated as prepared. If 
you are the DM for this advenrure, feel 
free to swap out these spells for pre- 
pared domain spells. 


ROT EARTH 


Necromancy [Evil] 

Lavel: Earth 2 

Components: V, S$ 

Casting Time: 1 action 

Range: Medium (100 ft. + 10 ft./level) 
Area: 10-f. radius of earth 

Duration: 1 minute/level (D) 

Saving Throw: None 

Spell Resistance: No 

All earth and stone within the radius 
takes on a particularly vile quality, so 
that anything standing upon or touch- 
ing the ground feels pain. Touching 
earth and stone with bare flesh inflicts 
1d6 points of negative energy damage 
per round. Boots and similar gear are 
enough to protect subjects touching 
the ground, Likewise, hurled rocks, 
landslides, and the like inflict +id6 
points of negative energy damage to 
those in the area. Undead are not 
affected by this spell. 


BEFOUL WATER 


Necromancy [Evil] 
Level: Water z2 
Components: V, S 


Casting Time; 1 action 

Range: Medium (ico ft. + 10 [1./levell 
Area: io-ff. radius of water 
Duration: 1 minute/level (D) 

Saving Throw: None 

Spell Resistance; No 

All water within the radius takes on a 
particularly vile quality, so that any 
movement of that water inflicts damage 
upon living creatures it touches, Any 
significant movement of water (attacks 
by water elementals, a conrro! warer 
spell, a splash af more than a gallon af 
water, or a patural current of more 
than 5 mph) within the radius inflicts 
idG points of negative energy damage 
per round. Undead are not affected by 
this spell. 


Necromancy [Evil] 

Level: Air 2 

Components: ¥, S 

Casting Time: 1 action 

Range: Medium (ico ft. + 10 Ft./level) 
Area: 10-ft, radius of air 

Duration: 1 minute/level (D) 

Saving Throw: None 

Spell Resistance: No 

All air within the radius takes on a par- 
ticularly vile quality, so that movement 
of that air inflicts damage upon living 
creatures it touches, Any significant 
movement of air (attacks by air ele- 
mentals, a gust of wind spell, or a natu- 
ral wind of more than 20 mph) within 
the radius inflicts idfi points of negative 
energy damage per round. Undead are 
not affected by this spell. 


Necromancy [Evil] 

Level: Fire 2 

Components: V, 5 

Casting Time: 1 action 

Range: Medium lioo fr. + 10 ft,/level) 
Area: 20-ft. radius of fire 

Duration: 1 minute/level (D) 

Saving Throw: None 

Spell Resistance: No 

All fire within the radius takes on a par- 
ticularly vile quality, inflicting additional 
damage upon living creatures that it 
touches. Any damage inflicted by fire 
(whether normal, magical, or the 
essence af an elemental) within the 
radius is increased by +106 points of 
negative energy damage per round, This 
additional damage is not fire damage. 
Undead are nor affected by this spell 


Transmutation (Evil 
Level: Earth 4. Air 4, Fire a 


Water 4 

Components: V, 5, M 

Ca sting Time: 1 action 

Medium ioo0 ft, + 10 
ft_/level) 

Target: Living creature touched 
Duration: 1 minutes: level (DI 
Saving Throw: 
l lar lana 


Range 


Fortitude negates 


Spell Resistance: Yes 


You infuse elemental power into a 


tareet creature, making it more 
ae Dine a by 
the infusion depend on the type 


of element used 


powerful. The powers 


If cast as a fire spell, 
Cains a +2 ennancement be onus fo 


Dexterity, +10 enhancement 


| P = _ j = 
bonus tc Speed, and fire resist 
ance 20 

If cast as an air spell 
can fly (as the fy spell) and lig 
ning resis ance 20 


if Gast a5 & water spell, the tar 


get can breathe water, gains 2 +2 
enhancement bonus ta Constitu- 
tron, and cold resistance 20, 

lf cast as an earth spell Ihe 
target ferie a +2 enhancement 
atrengem 


of 10/41, and acid 


bonus Td damace 
reduction 
resistance 20 

lf a creature is infused with the 
power of more than one element 
ata time, he elements cancel 
themselves out, no. abil hes a 
gained, and all infuse with aiairent 


enelis concerned end 


New Elemental 
Arcene Spells 
DM Note: The wizards an 
cerers in 
Jampie of Eleme 
nese spells designated as 
r you are running nis 
Fee| free fo 5 wip oul 
wy have 
add them fo 
Dellbooks. These spells can be 
Found on the spell-objects af 
erues 


a sor 
The Return to the 


nfa!l Cv do not 


have t 
prepared 


err. —— 
adventure, 


these spells tar st 


prepared or heir 


cee felowl 


Evecation 
Level: Sor/Wi 
Components: V, 5 
Casting Time: 1 action 


he 


| STONE MISSILES 


Range: 
levels) 
Effect: Sir 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes 
ray heh oressure stream of water 
snoots fr nd at one 
target You must suc soe a 5 
ranged touch attack to hit your 
target. The water inflict 
points of damage per level of the 
caster (maximum 5d6). This spell 
be used to extinguish 
one flame of Small size or smaller 
f such d5 d@ Cdl pil re 


Close (25 ft, + 5 ft/2 


cam Of wale 


CIT ¥ Our Mi 


gaicdb 


Can aso 


Evocation 

Level: Sor/ Wiz 1 
Components: V, S 

Casting Time: 1 action 
Range: Medium (100 

fr + 10 fr level) 

Effect: Missiles of rock 
Biers; Instantaneous 
Saving Throw: None 

Spell Resistance: Yes 

r shire is of small stones fly 
foward 1 d4 lary gets You must suc- 
ceed at a ranged touch attack to 
hir each target. A single creature 
cannot be made a targel more 
han once per casting. The stones 
inflict 4 points of damare per 
level of tne caster (maximum 
5d4) per target [he stones cisap- 
pear after sinking 
flying to the maximum of their 


fheeir tarpet ar 


range, whichever comes first 


Cwocation 

Level: Sor/W 
Components: V, 5 
Casting Vine: action 


Range: Close (25, ft. + 5 ftf2 


levels! 

Effect: Cone of air 

Duration: Instantaneous 

Saving Throw: Reflex negates 

Spell Resistance: Yes 

A cone of air whirls away fron 
our outstretched hand. Those 

fal Falling their saves are Blinded f: 
rour ad by dirt and dust. 3 ightle ESS 

Creatures are immune io the 

blinding effect 

damage. The winds are not strong 

enough to extinguish flames 


D ul C A al sti | rane 


larger than candles, 


—— 


NEW MONSTERS 


Ae Dee re 
Initiative 


Sh 
aie 


Raves 


a ar ae oy ost 


AC 


Sides 8 


Damage 


——- - 


f a 
ent el 


ty ~ Abilities,” Ae iE 


le 
‘Fests 


Climate/ Terrain 


Organization 


Challenge ating 


Treasure - 


Alignment 


“Advancement =” 


Combat : 


| Grues hove varied com 


bet abllities and tactics, 
but they all have the 
same elemental qualities. 


Elemental: lrarmune to 


poison, sleep, paralysis, 


and stunning, Not subject 
fo critical hits. 


45 julty Qe! 


== oa 


Claw 47 melee 


Gg. are the result of evi! spells tainting the elemenral planes, These horrible 
creatures are spawned in dark places within those planes, and they hide 


within such areas until summoned to another plane where they can work their 
evil. They leave their home plane whenever Ziven the opportunity. 

Grues are prized by wizards, for at the heart of these creatures lies a magic, 
neari-like object the size of a fist, upon which is carefully etched the arcane 


CHAGGRIN 
(Earth Grue) 


Earth grues, aso cafied chaggrins or ever:-soil beets, 


are a magical corruption of earth and rock, They spend 
their time Hing ge and fearing apart their element, 
An earth you oaks some thing like a Sept, 


humanoid mole made of clumped sall-and rocks, 


Earth prues speak Terran, at heath they rarely 


| choose te dese. Their voices soured ae rua ine, 
‘crashing shores: 


The: spel object within a ohegierin i iS Peer elemencs 


: 50% of the time tor Ay ste misses me resi af 
2 the ne igrooh, te ee 


Small Elemental (Earth) 


— db +23 (45 hp) | 


+O 


go ft. Burrow-20 fh. 


7 (+1 size, +6 narural) 


2 Claws ili+9 


os fi by 6 f/f 


Sneak attack +6 | 
Damage resistance io/41, acid 


immunity, spell disruption — 


Fort +6, Ref +1, Will eg 
| Stra, Dex ro, Con 18, 
Int 5, Wis 1, Cha 3. 


Hide +12, Listen +8, Spot +2 


Toughness 


Any land and indergtotind | 


| sate 


. Special 


Usually neutral ae 


6-8 HD (Medium); 9-15 HD 
(Large) 


Earth grues wait (ual beneath the Surface to 
surprise fons. 

Spell Disruption (Su): The following spells canmot be 
cast within ao feet of an earth ¢rue: maeic stone, sovtan 
aarh and sfoce sfane shane, tracsmute rack to med 
farsmute mud fo rock, spite stares, move carth, stom 
fo Hest flesh te stone, wa of wfone, statue, and marth 
quake, aswell as other narthehased” sspelis at tha DM's 
distretign. These spells, if active when the grue comes 
within 40 feet, are dispelled as if cispe! mapic wes Cast 
upon them by 2 vothelewel sorcerer. 


HARGINN 


(Fire Grue) 


| 


Fire grees are also called harginas or flame horrors. 
These humanoid beings made entrely af flame cavort 
about In obecene dances performed for the sake ar 
pune evil, 

Fine ares ap aak lenari. Their vetces sound lige 


rustling, crackling Plone 


The spell object within a harginn 5 pesist elements 


| 50% of the time Corso) and burnings Aas the rest 


ook the dire (41-00). 


Medium Elemental (Fire) 
5d6+5, (27 hp) 

+3 (Dex) 

ao fr, 

16 (+3 Dex, +3 natural) 

Slam +3 melee 

slam tq and 16 fire 

5 ft. by 5 fr. /s ft. 

Fire spray 

Damage resistance 10/'+1, blink, 
fire immunity, spell disruption 


Fort +2, Ret +7, Will +0 
Strio, Dex 16, Con 12, 

Int io, Wis g, Cha & 

Listen +7, Move Silently +11, 
Search +2, Spot +7 


Any land and underground 
Solitary 


4 
Special 

Usually neutral evil 

6-8 HD (Large); 9-15 HD (Huge) 


Fire SUES Use Their ape eed and dextariry to their 
advantage im combet, attempting to keep out of melee, 

Biok (Spl: Fire grams flicker as if they havea Sink 
spel cast upon them by @ voth-level sorcerer. 

Fire Spray (Sp): Fire @roes can create a fan of 
flames that projects in a 30 foot cane away from their 
outstretched hands, inflicting 2d cams of damage 
[Reflex save for hal? daragte=DhC vo), 

Spell Disruption (Su): Amy spel with the fire sub- 
ype cannot be cest within 40 feel of a fire grus. 
These spets, if actrees when the prue comes within qo 
feet, are dispelled as if orspe! macic was cash ypan 
them Oy a soth-le vel sorcerer. 


i 


working , Of an elemental spell. With careful stucty, a wizard can copy the spell into 
ier spellbook. This spell-objec!4 o TTS be in the creaTure 5 Own magical DAPINNiNE, 
and it is the only thing that remains if a grue is slain. Of course, a grue that is sum 
noned and then killed is not truly slain, so no spell-object is pained. See below for 


ihe specifics of the spell, as if depends on fhe fype of erue 


ILDRISS VARDIGG 
(Air Grue) (Water Grue) 
Air grues are abso called driss or wind terrors, They Water diem, aso called Vard\ges or even 
delight in churning the air and tossing about abjach | fluid’ brunes, are a sinister alteration of 
lidriss are invisible churning masses at air. IT rer water, They splosh about, churning thei 
dered visible, they lock Ike a churning claud of pas Gwr element to make ( unpleasant for ary 
with a borely visible fare, complete with sinister, ) cttahane ae fhe were ow i a hee. 
inpry fe ahures, A wardigg appears af firs! to be & quiv- 
Air grues speak Awran, although they rarely speak. [> crite wave of briny water, bul Coser 
Their voices soured the the whispering wind.  eeetimtion shoves a shown st face within 
Phe spell-ebiert wither an ddirnss is nese? aliavents | fie water oct faa, 
go%e af the time torso) and ilast of au the rest of Water pirues. speak Aquar, al hong tt they 
the time (c1-on. § rarely choose to do. se. Their woiees sound 
| Mee bubbling, gursiing water 
Po Fhe spell~obge ct wethin a wardhigg 4 Sesaer 
| léerents goo of the thre (orga) and 
water durst the rest af the time (4;-00l 


Small Elemental (Air) | Medium Elemental (Water} 
506 (22 hp) 6dfieia (a2 hp) 

+2 (Dex) } +1 (Dex) 

Fly ao fr. (Perfect) } 40 ft.. Swim Ge ft. 

16 l41 size, +2 Dex, +9 | ig (41 Dex, +3 natural) 
Slam +5 melee | Slam +4 melee 

Slam wifes Slam a6 + 

5 ft. by 5 Ft i's Fr & ft. by 5 ft. fs ft. 

-- Water spray 
Damage resistance 15/+1 | Damage resistance 15/'+1, 
invisibility, lightning cold immunity, spell 
immunity, spell disruption | disruption 

Fort +1, Ref +6, Will +2 | Fort +5. Ref +2, Will +o 
Str 12, Dax 14, Con 1, | Str, Dex sw, Con 19, 
Int 8, Wis tz, Cha & int 8, Wis g, Cha 8 
Listen +9, Move Silently +10, Hide +7, Listen +7, 
Spot +9 | Spot +7 

Flyby Attack | 


Any land and underground Any land and underpround 
Solitary Solitary 

4 14 

Special Special 

Usually neutral evil Usually neutral evil 
6-8 HD (Medium); 6-8 HD (Largel: 
g-15 HD (Large) f 9-15 HD (Huge! 


Air rues use their speed and invisibiliry to rheir Bf Water grues hide within water 'o surprise 
advantage in combat. They move about, attacking foes those on or near the surface. 
when they are unaware if pose ble Werer Spray (Sp): Water grues can create 
orvisdle (ul: Air gruas are naturally iviaible. a 30-foor jer oF warer (4 feer wide! rhar shoors 
Attacks against them hawe a Sa miss chance, assum- away from them, Creatures caught in the pach 
ne the attacker knaws of guesses which area fe attack take 346 pore of damace (Reflex save for 
Spel Disruption (Su): The follawing spells cannot be half darmage—DC ia} 
cast within qa feet oF an ait grua: chscuring mist, fog Spal Disruption (Suk: The following spells 
cea! whepening wind, wind wal, gaseous form, gust cannot be cast within go feet of a water grue: 
of wind, sing cloud, a walt, contro! wiittd's, and | create water, obscuring mnst, fey cloud con- 
confral weather, as wel as ofher “ar-based” spells 2! mo water, ce dform, cone of cota, and Aorrid 
the DM's discratian. These spells, iF acters when the walt, 28 well at other “water-haaed anelie at 
grue comes within 40 feet, dre dispelled as if cisna! he OMs discretion These «pels. if active 
magic wes cast upan them by a soth-level sorcerer | when the grue comes within qn feet, are dis- 
poled as if clispe! mack wat Cast wpod them 
| ay @ toffee soroene 


Haste (Su) _ 


DEMONICALLY FUSED ELEMENTAL TEMPLATE 
Uemonically fused elemental 
fainted with demonic essence. The composite being is a 
creature, wholly evil with a differant agenda and ditferent powers 


mentals usually appear as darker, 
inal elemental creature 


ih oemon Cally 1 Weed 


elemental creature 
retains all ihe specia 


attacks of the base 


crcature and also gains 


haste and smite good 


Because the creature 


is an actual composite 
entity, and bath the 
demon and the ele- 
mental are—at least 
somewhat—separataly 
aware, the demonically 
fused elemental gains 
an additional partial 
action and a +4 haste 
bonus ta AC as il 
always fasted 

Once per day the 
creature can make a 
normal attack to deal 
additional damage 
aqual to its HD total 


(maximum of +20) 


s are normal elementals corrupted and 


lew SOrT Oo 


than their normal elemental counterparts. Demonically fused ele- 


nore sinister versions of the orig 


Creating A Demonically Fused Elemental 

“Demonically fused elemental” is a template that can be added to any 
imental creature. tlementals with this template keep their creature 
demonically fused elemental uses all the base creature's staristics and specia 
abilities except as noted here 


cL 


+ 
rype. A 


4 re 1 1, rh fr n aha 


Feats 


anc and 


te, Any 


Terrain Underoround 
Organization Same as th 
Pearure 

Up to 2 HU, as 
rAATUFe +1 

4 HD jo ; 

reature tz 

4+ Hi, as base 


Creare +2 


~ Challenge 
Rating 


Same 


3 the base 
i] ealure 


ndone evi 


a roar 


Advancement Same as the base 


Creaiure 


against & good foe. ihe 


creature must decide 
fa use is smile power 
hefore irs attack. A 
missed smute good 
attack is wasted. 
Same as the base 


creaiure, 


increase from 
the base creature 
as: follows: 

ott +4 

Dex +4 

Con sad 

Int +4 

Wis +0 

Cha +2 


| SPECIAL QUALITIES _ 
A demonically fused crenture retains oll the 
special qualities of the base creature and 
eso pues the Follow ing abilities 

» Darkvisian with a range of Go fart. 

« Cold and fire résistance.” 

+ Damage reduction,” 

« SA equal to double the creature's 

HD (maximum 25). 


Damage 
Reduction 
S — 
4-7 Le 
IS 
124 20 
if the base creature already has one or 
mare of these special qualries, use the 


Hit Dice Resistance 
ere | 

15 ba 2 
20/ +7 


Example: 


TN Dice ed8e (ni hp) § \GOMBAT 
Initiative: +7 (+3 Dex, +4 A fire elemental is a fierce oppo- 
improved nent that attacks its enemies 
Initiative) directly and savagely. It takes 
“Speed: SCS FT. ———— jay in burning the creatures 
nN ObjECTS OF The Material Plane 
AC: 21 (+0 size, +3 aes UL 


Dex, +3 natu- 


ral, +4 haste) Burn (Ex) 


Those hit by a fire elemental's 


Attacks: Slam +5 melee slam atrack must suoceed af a 
Damage: slam id4+2 and Reflex save (DC 12) or catch fire. 

dq fire The flame burns for id4 rounds 
"ixmalhaach: S fby 5 ft/s (see Catching on Fire, page 86 in 
| a the Duvarow MasTer's Guide). A 


as 5. burning creature can take a 
Por Maree, VUTN move-equivalent action to put out 


Special Qualities: Elemental, fire the flame. 
subtype, cold Creatures hitting a fire ele- 
resistance 5, mental with natural weapons 
haste, smite or unarmed attacks take fire 
food. SR 4 damage as though hit by the ele- 
"Saves ”~”*«Fort ua, Ref a6, ‘Mental’s attack, and also catch 
Will «0 fire unless they succeed at a 
OR flex save (DC 12). 
Strid, Dex 17, 
Con 12, Int 8, Haste (Su) 


? Wis it, Cha 13 The demonically fused elemental 
Sanne Bains an additonal partial action 


Skills: eee Listen and a +4 haste bonus to AC as if 
ay A always fasted. 
lently +7, 
Reareen Smite Good (Su) 
Ss Once per day the demonically 
eats: mprove fused elemental can make an 


Initiative, 


attack to deal +2 additional dam- 
Weapon Finesse 


ane against a good foe. The crea- 


(slam) lure must decide to use its smite 
— OO es—seesesSeSCéOWees efor its attack. A missed 
“Climate/Terram: Any land and attack wastes that use of the 
underground smite good ability, 
Organization: Solitary Fire Subtype (Ex) 


—— Fire immunity, double damage 


“Challange Rating: 2 Sahin, | 
6° & from cold except on a successful 


Treasure: None save (although the creature has 
“Alignment ‘Always ¢ chaotic cold resistance 5). 
evil 


Advancement: 3H (S 


Although these new monsters do not appear in The Refurn to the 
lemple of Elamenral Evil, a DM for the adventure should feel free to 
swap these creetures in. For example, the grues would make excellent 
guardians of the elemental temples in Chapter 5, and demonically fused 
elementals would he good replacements for the standard elementals 
found in Chapter 6 (particularly area 33). 
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The night was black and cold. Freezing rain pelted down hard and relentless. | stood 
beneath the scant shelter of a crumbling archway, its ancient stones dripping and slimy with 
green moss. Icy mist rose from the graveyard beyond the arch like ghostly spirits rising fram 
the dead. tt was easy to see how the people here believed in their supernatural terrors. 
Ignorance and superstition always went hand in hand. 


nchantment 


| was soaked to the skin, despite the heavy woolen cloak | had draped over my 
tunic and chain mail. My body automatically clamped down my peripheral blood ves- 
sels to keep as much body heat within me as possible. 

lt had been raining steadily for days, and now the rain was turning into sleet. Back 
south where Ambrosius ruled as High King in Cadbury castle it was harvest time, 
with bright galden days and a smiling orange full moon. Here along Hadrian's Wall it 
was already winter; snow was on the way. Arthur's long campaign against the bar- 
barians was grinding to a halt. 


by ben bova 


Once the Roman legions abandoned Britain, barbarian tribes from across the sea 
invaded the island. Saxons, Angles, Jutes, Frisians—they swarmed onto Britain's 
shores and burned, looted, and raped their way inland. it was Arthur's hope to drive 
them back inte the sea. 

Arthur and his knights had fought all summer long, battling the invading barbarians 
in a bitter compaign that had started far to the south and now had brought us to the 
border of the Scottish lands. The aging Ambrosius Aurelianus, who styled himself 
High King of all the Celts, remained in his fine castle at Cadbury, ready to move 
against the Saxons on Britain's south shore if they tried to push inland. 

There were too few knights for Arthur to drive the barbarians entirely out of 
Britain. But he crushed their military power, annihilated the flower of their fighting 
manhood. Thoroughly cowed, they retreated to their fortified villages along the 
coast, but they would push no farther inland. Not until a new generation of bays 
grew to fighting age. 


illustrated by terese nielsen | 


Meantime the wild and fearsome Scots and Picts had swarmed across the 
unguarded length of Hadrian's Wall to spread fire and terror through the northern 
lands. Three days ago we had trapped their marauding army against the wall and 
slaughtered them. They had thought the old crumbling wall was meanr to keep them 
out of Britain's northern reaches. Arthur showed them that the wall had other uses. 
It became a trap. Pinned against the wall, they could not flee when Arthur's knights 
rode down on them. 

It was a terrible day, raining hard, the ground beneath our horses’ hooves a sea of 
cloying, slippery mud. Sir Bors wanted to wait until the rain stopped and the field 
dried, but Arthur feared that the barbarians would escape across the wall by then. 
So we charged through the rain and mud into the wild, disorganized mass of frenzied 
barbarians. Soon the mud was churned into an ocean of blood. 


| rede behind Arthur. | served as his squire, and my duty 
was to protect his back. He divided the knights into two civi- 
sions, one headed by Bors, the other by himself. We charged 
from opposite directions, catching the Freezing, rain-soaked 
barbarian warriors between us. They fought bravely ar first, 
bur no man on foor can stand up to the charge of knights 
protected by chain mail, shield, and helmet, driving home an 
iron-tipped lance with all the power of a mighty steed at full 
gallop behind it, 

The barbarians crumbled after thar first charge. The bartle 
became a melee, with enemy warriors scrambling madly up 
the overgrown ald stones of the Wall, made slippery by the 
incessant rain, slicker still by their own blood, 

Arthur wielded Excahbur, stroking to the right and lett, 
slashing the life from every warrior he could reach. Lancelot 
was at his right hand, his own sword a blur of swift death, | 
stayed on Arthur's left, alert for treachery. | knew thar 
Arthur had been marked for assassination; | myself had been 
ordered to kill him by Aten, the Creator who had sent me to 
this time and place. 

The battle ended at last; Arthur was barely touched during 
the fighting. Night fell, and the knights huddled around fitful 


d- 


once inside | could stand straight only in the center of the 
cramped little dome. It was a relief to get out of the rain, 
although the stones of the cell's interior were slimy with mold 
and dripping water. The beehive-shaped cell was empty. In 
the dim light of the monk's lamp | could see that there was no 
chair, no hearth, not even a blanket To sleep upon. Nothing 
but a few tufts of straw thrown on the muddy ground. 

“wait here,” wheezed the monk. 

Before | could reply or ask a question, he stepped outside 
into the icy rain and disappeared in the darkness. 

“Orion.” 

| rurned ro see Merlin. The old wizard stood before me ina 
circle of light, his dark robe reaching to the ground, his ash- 
gray hair neatly combed and tied back, his long beard trim 
and clean, rarher rhan in its usual knotted filthy state. He had 
stayed behind at Cadbury castle, many weeks’ travel from 
this place; yet he was here, 

“My lord Merlin,” | said, as befitted a squire addressing his 
master’s mentor, a man reputed to be a mighty wizard. 

He smiled wanly. “No need for obsequies, Orion. We can 
speak frankly to one another.” 

“As you wish,” | said cautiously. 


I had ta ae atte to ipl pire the cell's entrance... 


. “Wait here, 4: wheezed the monk. : 
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campfires, sheltering beneath the flat-sided tents erected by 
their churis, But repose was not for me. 

| followed a summons implanted in my mind and headed off 
ta the distant graveyard. Now | waited in the freezing rain 
beneath the dripping stones of the ancient archway. | half 
expected Aten or one of the other Creators to rise out of 
the mists in the graveyard, Instead, | saw the cloaked and 
hooded figure of a monk making his way around the perime- 
ter of the cemetery, head bent and shoulders stooped 
against the pelting rain. 

He carried a lantern that flickered against the miserable 
night. Once he reached me. he lifted it high enough To see 
my face. 

“You are Orion?” he asked, in a voice thick with age and 
rheumy congestion. 

“| am, | said. “And you?” 

“| am but a humble messenger sent to fetch you. 

Follow me.’ 

Coughing, he led me around the edge of the praveyard, 
not daring to cut through it toward his destination. Dark bare 
trees stood along the muddy path, stretching their empty 
arms to the cloud-covered sky, Ar last we reached a small 
dome made of stones. A monk's solitary cell, | realized. A 
place built for solitary prayer and penitence. A place, ! 
thought, for hunger and pneumonia, Through the rain-soaked 
darkness | could hear waves crashing against a craggy cliff. 
The sea was not far off, 

| had to duck low to ger through the cell's entrance, and 
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He gazed at me for a long, silent moment, those 
piercing eyes beneath the shaggy brows inspecting me 
like x-ray lasers. 

“You are one af Aren’s creatures, obviously,” 

“And which of the Creators are you?’ | countered. 

“why are you resisting Aten’s commands?” 

| was cold, wet, tired from the long day’s fighting. weary 
of being Aten’s pawn. This wizened old man, so shrivelled 
and frail | could snap his spine like a dry twig, was toying 
with me, and | resented it. 

“Aten hasn't told you?” | asked. “Why don?t you look inte 
my mind and find out for yourself?” 

He shook his head. “Aten has built blocks into your mind. 
Limitations. Do you recall when you first met Arthur?” 

“At Amesbury fort, last spring,” | said. 

Again he shook his head, “No. Years before that. Arthur 
was merely a lad then.” 

| tried to remember. | could feel my face wrinkling into a 
frown af concentration. Nothing. 

“Do you remember Grendel and the cave where you found 
Excalibur?” 

“Anya,” | said, as the memory of her matchless beauty 
surfaced in my consciousness. “She is the Lady of the Lake; 
she gave Excalibur to Arthur.” 

Bul you remember nothing of Grendel and Heorot?” 

“Nothing.” | admitted. 

“You sae? Aren has blocked your mind, He allows you to 
know only enough to accomplish your mission.” 


“Who are you?” | asked. 

“One of the Creators, as you guessed” 

“Which onc?” 

He tugged ar his beard for a moment, then smiled in a 
scornful, mocking way. “Do you really want to know, Orion?” 

“Yes,” | answered. 

“Very welll.” 

The light bathing him intensified, brightened until it was 
almost too dazzling to look at. It turned red, slowly at first, 
bur then its color deepened, redder than fire, redder than 
hot molten rubies fresh from the Earth's fiery core. | felt its 
heat radiating against me, burning me, forcing me to squeeze 

“Don't be afraid, Orion. You may look upon me now." 

We were no longer in the monk's cold, dank cell. We stood 
in & long columned hall, thick stone pillars so tall their tops 
were lost in shadow. Torches burned in sconces between the 
pillars, throwing baleful ruby light across the hard polished 
stone floor, Before me stood a man in the full splendor of 
youthful adulthood, magnificently garbed in a sculpted uni- 
form of gleaming jet-black armor inlaid with intricate trac- 
eries of blood red. His hair and beard were dark, his eyes 
even darker, blazing like chips of onyx in the flickering light 
of the torches. 

“You may call me Hades,’ he said, 

Hades. The Creators took pleasure in appearing to mere 
mortals as gods and goddesses. The Creator who command- 
ed me styled himself Aten, an ancient sun god, To the classi- 
cal Greeks he was Apollo, to the Incas he was Inti, to the 
Persians of Zoroaster’s time he called himself Ormazd, the 
god of light. 

This one was Hades. In Greek mythology Hades was 
the brother of Zeus, lord of the underworld. Death was 
his domain, 

“Where is Anya?’ | asked. 

Of all the Creators, she was the only one who cared about 
humankind, All the others played their games and manipulat- 
ed history to suit their lusts for power and adulation, How 
many wars through the long millennia had been started by 
their petry jcalousies and rivalries? How many millions of 
humans had been sacrificed to their obsessions and hates? 
Anya alone tried to help mere mortals. | loved her; through 
all the missions of murder and violence that | had endured, 
through all the deaths thar | had suffered, Anya’s love was 
the one joy that | knew, the only reason that | kept struggling. 
| wanted to find her, reach her, be with her for eternity, 

But Atan kept us apart, He had created me, built me to be 
his hunter, his warrior, his assassin. |! was Aten who sent me 
to die in the eternal snows of the Ice Age and a thousand 
other placetimes. Ir was Anya who helped me, loved me, 
cared for me. 

“Anya is far from here,” said Hades, his face prawn seri- 
ous. “Aten knows that she opposes his desires concerning 
Arthur and he has stirred a disruption of the worldlines that 
she is striving to repair.” 

“She saved my life when Morganna was ready to kill me,” | 

“She won't be able to help you when next you meet the 
bewitching Morganna,” 

Morganna was in truth another of the Creators, the one 
who called herself Aphrodite: beautiful, capricious, cruel. 

“Morganna seeks Arthur's destruction,” | said. 


Hades nodded solemnly. “She supports Aten in this. Anya 
and a few of the other Creators oppose them.” 

“And you?” 

hiades smiled again, a coldly calculaling smile. “I haven't 
decided which way | will go. As Merlin, | have helped young 
Arthur, He could become a powerful force in human history. 
He just might be able to make Britain into a peaceful, pros- 
perous island, a haven of civilization in a world darkened by 
the collapse of Rome. But | doubt that he ever will. His time 
may already be past.’ 

“Aten wants Arthur out of the way so thar the barbarians 
can engull Britain,” | said. "He wants to see a barbarian 
empire covering all of the Old World, from Hibernia to the 
islands of Japan, all of them worshipping finn.” 

“There is much to be said for such a plan,” Hades said 
slowly. “lt will bring about a millennium or so of disruption, 
bur—" 

“A thousand years of ignorance and war, of disease and 
death,” | said, 

“What's a thousand years?” he quipped, shrugging. 

“What's a few tens of millions of lives?” | retorted sarcas- 
tically. 

“Orion, you bleed too much for these mortals.” 

“| will not let Aten murder Arthur.” 

His dark brows rose. “Bold talk for a creature, If Aten wills 
it, you will do whatever he wants.” 

“No,” | insisted. “I'm not a robot or a puppet.” 

“He'll ler you die, then. Very painfully. And you will nor 
be revived,” 

iF} can’t be with Anya, | thought to myself, / might as weil 
dla forever. 

“And he'll send another creature to carry out his 
commands. You'll suffer preat pain and final oblivion— 
for nothing” 

‘Twill not assassinate Arthur,” | repeated stubbornly. “As 
long as | live, | will protect him.” 

Hades stroked his beard rhoughrfully, staring at me for a 
long, silent moment. “It will be interesting to see how long 
you can carry out your resolve. Aten will destroy you soon- 
er or later, of course, but | wonder just how long you can 
get away with defying him.” 

“You find this amusing?” 

“Very,” he admitted casually. “You know, | came to this 
placetime and took on the guise of Merlin to help Arthur 
through his childhood. Aten wanted Arthur to succeed only 
far enough to force the barbarians to combine against him.” 

“| understand that. Then Arthur is to be killed.” 

“Thanks to you, Arthur is trouncing the barbarians, shatter- 
ing their power. Aten wants him stopped. So does Morganna” 

“He doesn't deserve to be murdered.” 

“Perhaps, perhaps nor,” Hades mused, “Aren has been 
after me to join his side in this. But you... you and your 
ridiculous insistence on defying him... | wonder how far 
you can carry it our?” 

“Help me, then,” | blurted. “With your help Arthur can 
make Britain a beacon of civilization." 

He laughed. “Aten would be furious.” 

“What of it? ls he more powerful than you?" 

His laughter cut off. “Til go this far, Orion. | will not help 
Aren, Neither will | jou the other side. will watch how far 
you can go. It will be an amusing game 

That's all rhat mortal misery and death meant to these 


Dragon 55 


os 


Creators. We were a game to amuse them. 

Then | recalled what he had said earlier. “Arthur will meet 

a again?” 

“Yes, and scon. You are on the edge of her domain now.” 

“Berenicia” 

“Already she is laying her plans for him." 

“Whar plans?” | asked eagerly. 
Instead of answering, Hades disappeared. The torch-lit 
columned hall vanished. | was back in the cold, dripping 

monk's cell again. Alone. 


"| DREAMED OF MERLIN last night,” Arthur told me when | 
met him the following morning. 
| suppressed a smile and replied, “So did |, my lord” 
The rain had stopped arlast. The clouds had cleared away. 
i A pale northern sun shone our of a crisp blue sky. It wasnt 
| warm, but compared to the miserable weather of the past 
few days, it seemed like midsummer to us, 

The long summer's fighting had toughened Arthur, 
matured him, To the casual eye he was still a very young 
man in his early twenties, broad of shoulder and strongly 
muscled. His sandy light brown hair fell to his eimtaiga!. his 
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beard was neatly trimmed. His light blue eyes were clear and 
sparkling with energy. | 

We were breaking camp that morning. Arthur had decided 
to take his knights across Hadrian's Wall into the land of the 

Scots, not so much to fight the tattered remains of their 

army as to show them thar they had no refuge from his 

power. Ambrosius'’s power, actually. Ambrosius was the High 

King, Arthur's aging uncle, and Arthur fought beneath his 

banner. Arthur was the old king's dux bellorum, battle leader. 

“it was a troubling dream,” he said as we walked slowly 
toward the makeshift corral where our horses awaited. 

Unfortunately, the wind was in our Faces. 

if the smell and the flies bothered Arthur, however, he 

gave no sign of it. He talked about his dream. 

“it was very strange, Orion. Merlin appeared to me with 
a very lovely young girl at his side. An enchantress, it 
seemed to me. 

“Morganna?’ | asked. 

He shook his head, “No, not her, thank God." He 
crossed himself. 

“Then who was she?” 

“| don't know, But she certainly seamed to have Merlin in 
her spell. He told me he was going away with her and | 
wouldn't see him anymore.” 

| could see thar Arthur was clearly perplexed. 
“You don't think that Merlin would leave me, de you? He's 
been like a father to me. | can’t remember a time when he 
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"Those woods could hide an 
army of: Am bus hers easily.” “ 


wasn't there, helping me, showing me what | should do.” 

“Perhaps,” | said, “you are old enough now to make your 
own decisions. Perhaps you no longer need Merlin.” 

He looked alarmed at that thought. “I've sent a messenger 
to Cadbury castle. | want to make certain that Merlin is still 
there. That he's all right. Perhaps this dream was a warning 
that he's sick. He's very ald, you know.” 

Older than you can understand, | replied silently. 

We rode that day through one of the gates in the wall buill 
by the Romans nearly four centuries earlier. Even though 
Arthur's knights numbered scarcely two hundred, it took all 
day for them and their squires and the footmen and churls 
and camp lollowers to get through that single unguarded gate. 

On the far side of the Wall the land stretched our before 

us in rolling hills that led to misty blue mountains in the dis- 
lance. We rede slowly along a broad grassy dale, with the 
footmen trudging behind us. Thick forest climbed up the hill- 
sides on either side of us, 

Sir Bors rode up to Arthur's side, a rare smile on his 
doughty, battle scarred face. 

“North of the Wall,” he said proudly. "No civilized troops 
have been on this side of the Wall since the shcncsin left.” 


Arthur smiled back at him, but said, “Detail some of the 
knights to ride ahead and along our flanks. Those woods 
could hide an army of ambushers easily,’ 

Bors nodded. Thick forests were poor territory for mount- 
ed knights. We dealt best with our enemies in open ground, 
where we could charge them. 


Young Lancelot, who always rode within earshot of Arthur, 


eagerly volunteered for the picket duty. Bors distrusted 
Lancelot's ardent quest for glory; he thought the young 
knight's Fearless courage was litle short of foolhardy. Bul on 
this day even tough old Bors nodded laughingly and sent 
Lancelot on his way. 

It musi be the good weather, | thought. 

Then Bors turned back to Arthur. “We'll be in the 
enchantress’s domain soon.” 

Arthur nodded and muttered, “Morganna: 

He had been truly enchanted by Morganna back at 
Cadbury castle a year ago. Aphrodite had besotted him and 
then tried to assassinate him. Only Anya’s interference had 
saved Arthur's life. 

“My uncle Ambrosius wants an alliance with Berenicia. It 
could be an effective buffer against the Scots and Picts.” 

“An alliance with the witch?” Bors grumbled. 

Arthur smiled at the older knight, but it was cheerless, 
bitter. “The High King wants it!” 

That ended Bors’s smiles for the rest of the day. 


THE NEXT MORNING we reached castle Berenicia. It was an 
impressive citadel, standing high on a crag by the relentless 
sea, three of its sides protected by the sheer cliff. The only 
way to approach it was by the winding uphill path we rode. 
Unlike most of the fortresses | had seen, which were little 
more that grimy stockades with wooden palisades around 
them, Berenicia was protected by stone walls with turrets at 
each corner. A steep ditch ran in front of the main gate. Its 
drawbridge was pulled up. 

Sir Gawain, freshly washed and his long dark locks shin- 
ing with oil, whistled with appreciation as he looked over 
the battlements. 

“No wonder the barbarians have never been able to take 
this castle,” he said. 

“What are you so prettied up for?” Bors jibed at him, 
Gawain flashed his bright smile. "Where there's a castle, 
there are wenches.” He turned to Arthur. “You may have the 

princess, my lord, but you can't have aif the women.” 

We stopped before the ditch and leather-lunged Bors 
hailed the castle. 

“Who goes there?” came the time-honored challenge from 
the battlements above the main gate. 

“Sir Arthur, dux bellorum of Ambrosius Aurelianus, High 
King of all the Celts, has come to see the Princess 


Morganna. 

Morganna’s father had died some years ago, we knew, and 
she ruled Berenicia. Ay witchcraft, according to the fearful 
tales told of her, By the powers of the Creators, | knew. It 
amounted to almost the same thing. 

“Queen Morganna will decide whether she wishes to 
receive you,” the sentinel responded. 

“She styles herself a queen now,” Bors said to Arthur. 

“Perhaps she’s married,” Gawain suggested. 

_ Arthur looked relieved al that thought. Then he wondered, 
“If she has married, it must be ro a king. Who could it be?” 

“Who would have her?” Bors muttered. 

At length, the drawbridge rattled down and we rode over 
it into the courtyard, our horses’ hooves booming on the 
stout timbers, the footmen following close behind. The court- 
yard was a large square of packed dirt: all the exits our of it 
were firmly shut with spiked iron gates. Men-at-arms stood 
up on the rooftops all around us. | felt uneasy. We could be 
slaughtered here, penned like cattla. 

Then one of the gares screeched open and Morganna 
stepped into the sunlight to greet Arthur, She was truly 
Aphrodite, the most incredibly beautiful woman on earth: 
hair as dark and lustrous as polished ebony, skin as white as 
alabaster. Her richly embroidered gown clung to every 
curve of her body. | glanced at Gawain; his eyes were pop- 
ping. We all stared at her. | myself felt the desire she raised 
in every man: powerful, alluring, 

At her side stood a tall, broad man with long white hair 
talline past his shoulders. His beard was white alsa, and his 
face was spiderwebbed with age, yet he stood straipht as a 
forest pine, unbent by his years. 

Ar Arthur's command we dismounted from our steeds, He 
walked slowly toward her and her husband. The rest of us 
stood stack still | saw Bors, beside me, nervously eying the 
rooftops and the men posted there. 

“Arthur,” said Morganna, smiling. “How good to see 
you again” 

“Queen Morganna,” Arthur replied, bowing somewhat 


stiffly. “l bring you greetings from Ambrosius Aurelianus.” 
Still smiling, she turned skghtly and said, “This is my hus- 
band, King Ogier.” 
“Ogier the Dane,” Bors whispered, shocked. “She's sold 
our to the barbarians.” 


ARTHUR ACCOMPANIED MORGANNA and her husband, 
while the rest of us were led to the quarters she had allotted 
to us. The knights were taken to one of the towers, while we 
squires were sent to the stables, of course. The footmen and 
churis ware told to find corners of the courtyard where they 
could spread their blankets. 

| didn't see Arthur again until dinner, inv the castle’s main 
hall. It wasn't big enough to hold all of Arthur's knights; only 
a picked dozen were invited to sit at the long feasting table 
by the huge fireplace. Their squires sat on mean planks down 
on the packed earth floor. 

The dinner was pleasant enough, although very little laugh- 
ter issued from the head table. Afterward, Arthur motioned 
for me to accompany him to his quarters in the tower. 

When | stepped into his room, | saw that Bors and Gawain 
were already rhere, looking gloomy. Lancelot slipped in 
behind me before | could shut the heavy oaken door. Bors 
frowned at the young knight, but Arthur merely smiled and 
waved him to one of the beautifully carved chairs by the 
bedstead. 

“Ogier the Dane,” Bors said bitterly. “She's sald her king- 
dom to a barbarian king.” 

Arthur spoke more softly. “It must be very difficult for a 
woman to rule a kingdom. Especially here in the northlands, 
with the wild tribes constantly raiding.” 

“t's said she rules through witchcraft,” Gawain offered. 
“Why then would she need a barbarian warrior fo be her 
husband?" 

| saw the expression on Arthur's face. He had witnessed 
Morganna’s witchcraft with his own eves. He had been 
seduced by her charms, and then nearly murdered by her. 

“She bears you no good will,” Bors said. “Thar much is 
clear, despite her royal reception.” 

“We are as much her prisoners as her guests,” Lancelot 
said. “| fear that we have stepped into a trap.” 

Bors looked surprised and impressed with Lancelot's 
sound sense. 

“Why has she married the Dane?” Arthur wondered aloud. 
“Does Ogier intend to bring his people across the sea to set- 
tle here? Must we add the Danes to our list of enemies?” 

| decided to find out for myself’ 


LATE THAT NIGHT, long after our meeting in Arthur's quar- 
ters had broken up in just as much puzzlement and uncer- 
tainty as if had begun, | got up from my pallet of straw in the 
stables. The other squires were asleep, snoring and mutter- 
ing in their dreams. We had posted two guards, and they 
stood dutifully—if drawsily—by the stable doors. 

Ltold them | couldn't sleep, anc walked past them out into 
the courtyard before they could ask me to take the guard 
duty and let them rest. lt was a cold, clear night. The stars 
were hard, sharp pinpaints in the black moonless sky, | saw a 
meteor streak across, silently hurrying as if it had an 
appointment in the heavens to keep. 

Dressed only in my thin linen tunic, wearing no sword nor 
any weapon except the dagger that Odysseus had given me, 
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strapped to my thigh, | walked along the shadow of the wall, 
stepping carefully aver the sleeping bodies of Arthur's foot- 
men and camp workers. 

Morganna and her husband slept high in the castle's keep, 
a solid tower that rose at the rear of the courtyard, next fo 
the wall that overlooked the sea. | knew the guards would not 
prant me entrance; | had no intention of asking therm to let 
me pass. 

Keeping to the deep shadow of the wall, | climbed the 
rough stones of the tower, maneuvering slowly To the sea- 
ward side once | got up above the level of the castle wall. 
There were no guards on this sida, with nothing below 
except the racky crag and the restless, heaving sea far 
below. The wind tugged at me, and my fingers grew numb 
with cold despite my conscious efforts to contral my body's 
internal heat. Srill | climbed. 

Just below the timbers of the tower's roof was a single 
window. Not a skinny arrow slit, as would be on the other 
towers facing potential enemy approaches, but a square 
window open to the beautiful view of the sea. | hauled 
myself across its ledge, pushing aside the thick drapes that 

covered it, 
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«Destroy this ane,” A ‘Aphidal le hissed. 


He scrambled to his feet. towering over me. “Witcherafr!” 
he squealed, his voice high with terror. 

“You are no stranger to witchcraft,” | replied. “You mar- 
ried an enchaniress” 

Ogier stared at me, his chest heaving. He spun around, 
then fixed his gaze on me again. Seeing that | was apparently 
unarmed, he seemed to calm himself somewhat. 

“Who are you? Whar have you dene?” 

“| want to know why a Danish king has married a British 
sorceress, | said. 

“You're going to break the spell?” 

“What spell?” 

“She...” He hesitated, eyes darting back and forth as if 
he expected 10 see someone nearby. 

“Morganna?” | prompted. 

Suddenly he leaped at me, hands reaching for my throat. 
He wag a big man, and quite strong despite his years. Yet | 
was stronger, | had been built for violence, designed nor 
merely to fight but to take joy in fighting, A surge of malevo- 
lent pleasure raced through me as | ripped his hands from 
my throat and twisted his arms until he was forced to kneel, 

“The witch can't protect you from me,” | said sharply. 


“Eliminate him jor all time.” 


| 


My eyes had long since adapted to the moonless night, but 
ihe interior of the room was even darker. | crouched by the 
window, peering into the shadows. This seemed to be a sit- 
ling room, well furnished but empty of people. Rich tapes- 
iries hung on its cold stone walls. Its fireplace, across the 
straw-covered floor, stood empty and dark, 

A door led ta a bedroom. | pushed it open slowly, slowly, so 
that it would not creak, The sullen red embers of a dying fire 


eo in the fireplace. | could make out a bulky white-headed 


body asleep in the bed, one sizable foot sticking out from the 

blankets: Ogier, alone. Morganna was nowhere in sight. 

| concenrrared all my willpower an Ogier's sleeping form, 
praying silently for Anya to help me. Whether she heard me 
or whether | did il for evyself | could not know, but I felt a 
flash of infinite cold and suddenly | was standing on a grassy 
hillside in bright warm sunshine, the golden city of the 
Creators standing beneath its protective bubble of energy 
down where the hill melted into the sandy beach that fringed 
the wide, placid, glittering > sed, 

Osier was lying on the grass, looking slightly ridiculous in 
a nightshirt thar had nas up on his rump, exposing his 
skinny. bony shanks. He sat up abruptly, wide awake, eyes 
staring with shock and fright. 

“Where am [?” he shouted. “Who are you? What has hap- 
pened to me?” 

“No need to fear, my lord,” | said calmly. “You are per- 
fectly safe.’ 
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“Now tell me why you have come to Berenicia.” 

He collapsed, sobbing, onto the grass. | waited for him to 
Bain control of himself. 

At last he said, haltingly, “| am old... older than you 
know. | saw the face of death. He warned me that he would 
come for me soon. Then Morganna came fo me... she told 
me she would give me the gift of life... she said | could live | 
forever.” | 

“So do the Christians say, | told him. 

He grimaced. “Nay, they offer eternity after death, in 
another world. | mistrust those who say you Can live forever, 
but only after you die” 

He was a man who believed only what he could see with 
his own eves. 

“Morganna told me | could live forever, ere, on Earth. 
And | could be become master of all Britain” 

That perked up my ears. 

“What did she ask of you in return?” | demanded. 

“That | marry her and come to Berenicia. Thar | bring my 
Danes with me and conquer this island” 

“And what of Arthur?” 

He looked embarrassed and turned away from me. Sraring 
at the ground, he mumbled, “She said that Arthur would come 
to castle Berenicia, but he would not leave it, Not alive.” 

“You dare to interfere, Orion?” 

lrurned at the sound of her voice. It was Aphrodite, no 
longer pretending to be a mortal, dressed in a softly draped 


robe so sheer that she might as well have been naked. She 
was magnificent, physically perfect, utterly desirable. Even 
though | yearned for Anya, the presence of Aphrodite was 
enough to make me forget my lost lowe, almost. 

Ogier got slowly to his feet, gaping at her. “Morganna, he 
forced me to tell—" 

Aphrodite raised one hand and pointed a finger at him. He 
fell into silence, frozen like a statue, his mouth still open to 
form words that could not issue from his throat. 

"He won't bother us now,” she said, a cruel smile twisting 
her perfect lips. “And neither will you, anymore.” 

“You used Hades to frighten ham, didn't you?” | accused, 

Her smile widened slightly. “Hades put the fear of 
death into the old man. | offered him the gift of life. He 
took if willingly.” 

“Eternal life? For a mortal?” 

Now she actually laughed, “Hardly eternal, Orion. He'll live 
long enough to conquer Britain. That's enough.” 

“Til stop you,’ | said. 

“You? Piriful litte creature, stop me? Remember that Aten 
is on my side in this.” 

“I'll stop you both.” 

Suddenly a star seemed to blaze out of the clear blue sky. 
Brighter and brighter it shone, turning the whole sky into 
molten copper, hotter and hotter until irs glare forced me to 
throw my arms over my eyes and sink To my knees in agony. 

"That's the proper attitude for my creature,” said a voice | 
knew only too well. “You may look upon me, Orion.” 

| looked up, my eyes watering painfully. There stood 
Aten, in a splendid gold uniform, his thick mane af golden 
hair shining like a halo, his tawny eyes gazing down et me 
in amusement. 

“You believe that you can stop me, Orion. Me, who creat- 
ed you? Who built you from aroms of dust and molecules of 
slime? Every bit of knowledge in your brain was put there by 
me. Every breath you take is taken only because | allow it.” 

Slowly | for to my feer, hatred burning deep within me at 
his sneering. haughty demeanor. 

“Yet | fight against you,” I said. 

He smirked ar me. “Not very well, I'm afraid. You've 
stepped into this trap easily enough.” 

“Trap?” 

“OF ¢ course, How else do you think you were able to trans- 
port yourself and this mortal here? | brought you here, into 
the trap I've prepared for you.” 

“You re lying.” 

“You'll find out that I'm telling the truth. And once I've pur 
you out of the way, I'll get the other Creators to join me in 
eliminating Arthur.” 

“Hades has agreed to stand aside and be neutral” | I said 
hotly. “Anya and others of the Creators oppose you.” 

“Your precious Anya is far from here,” Aten replied, “As 
for Hades, | don't need him for the moment. He'll return to 
my side soon enough.” 

“Destroy this one,” Aphrodite hissed. “Eliminate him for 
all time.” 

Aren nodded. “I'm afraid she’s right, Orion. You"ve became 
too difficult to control. |t's sad to destroy the work of one's 
own hands, but...” He sighed. “Goodbye, Orion.” 

| was plunged into darkness, falling, falling in a black pit of 
doom, hurtling through a void where nat even starlight could 
appear. | felt the cold of interstellar space seeping into my 


body, pain so deep it was like a thousand sharp blades flaying 
the flesh fram my bones, a cryogenic cold freezing my limbs, 
my body, my mind. This is the end, | thought, my mind spin- 
ning. This is the final oblivion. 

My last thoughr was of Anya. | would never see her, never 
again hold her. Death did not matter, Pain was meaningless. 
But being without her, not even able to say a final farewell, 
that was the ultimate torture. 

My body died. The pain overwhelmed me. My bones were 
snapping, crumbling to dust. The last spark of my being flick- 
ered as it was engulfed by the darkness. 

Yet | lived. Like an out of body experience, | somehow 
looked back and saw the poor suffering entity that was ime 
being torn into bloody gobbets of flesh, crushed between 
invisible hands, torn apart as if on a merciless rack. 

Your mind stil! ives, \heard somehow, The information 
that is you still flows through the cosmic spacetime, Orian. 

is this what death truly is? A bodiless, nanphysical exis- 
fence, 2 shadow world of memories and desires, the same 
dreams and terrors endlessly repeating, echoing across the 
universes? Yet even as | wondered such thoughts, | could 
feel my bediless mind fading, dwindling, dissolving into the 
final nothingness of ultimate oblivion. 

“Focus,” a voice said urgently. “Focus before your infor- 
mation pattern thins so much that it is drowned in the mean- 
ingless noise of the stars,” 

Anya’s voice! | was certain of it. Perhaps | was insane, 
grasping at the last shred of hope like a drowning man 
thrashing for a piece of flotsam to buoy him up. But | was 
certain that it was Anya speaking to me, 

“As long as the energy is there, matter can be formed. The 
pattern exists, and the body can be shaped from Ir.” 

“Anyal” | cried out into the lightless void, 

“Lam with you, my darling,” she answered, “Even from the 
other side of the universe, from so distant in space and time 
that numbers lose all meaning, | am with you.” 

“Love you,” | said. With all my being, | meant it. 

“There's little | can do to help you, Orion,” she said, 
“except to tell you what must be done. You must save your- 
self, you must find the strength to overcame the doom that 
faces you.” 

“Tell me,” | said. “Tell me and Ill do it.” 

“The pattern of your consciousness is fading, Orion, waft- 
ing into the cosmic void like smoke drifting from a snuffed 
candle, You must focus that pattern, focus your conscious- 
ness, your being. You must use your energy 10 spark the 
candle inro new flame.” 

| tried, but nothing happened. | concentrated, sought with 
every scrap of my remaining being to focus the dying pat- 
tern of enerpy thar was my being. But nothing happened. | 
could feel myself growing weaker. 

“You're fading!” Anya’s vaice warned. “Dying.” 

Her voice. Her being. She was reaching across a universe 
of spacetime ta try to save me, to try to bring me back from 
final death, She loved me that much. Enough to defy Aten 
and the other Creators. Enough to risk her own existence in 
an effort to save me. 

| would not let her strive in wain. “I love you, Anya,” | 
called across the lightyears. “I will never stop loving you." 

The vision of her, her courage, her loveliness, her love for 
me, brought new strength to my resolve. | could feel energy 
sharpening my consciousness, as if the streams of spacetime 


were flowing into me, | became a nexus, a protostar, pulling 
in energy and matier, growing, gaining strength, 

“You're doing it!" Anya called from faraway. “You're 
succeeding! 

Orion the hunter, | thought. Orion the warrior, All those 
abilities that Aten had built into me, all those powers of stam- 

) ina and tenacity | now used to bring myself back from the 
oblivion inte which he had thrown me. 

/am not a foy, not a puppet to be tossed aside when if mo 
longer pleases its master. /. am Orion, and I live to do as t will 
asf must. | live to find Anya and be with her for eternity. 

| | blinked my eyes and found myself in the stable at castle 
Berenicia, alive and whole. | laughed aloud and actually 
savored the stinks and snores that surrounded me. | was 
alive, and it felt sweet ro be so. 


“WHERE HAVE YOU BEEN, Orion?” Arthur demanded. 
He looked more worried than angry. | had risen with the 
dawn and washed in nearly frozen horse trough in the castle 
4 courtyard. Arthur, Bors, and Gawain came out of the tower 
| where they had slept as | finished donning my tunic. 
Bors’s left arm was cradled in a rude sling. He limped 


tancelot sudden ahi tched at 
his stomach and lurched , 
‘toward the window. ~~~ then 


noticeably. Gawain'’s head was wrapped in a blood-stained 
bandage. 
“Orion's been wenching, I'll wager,” Gawain said. His usual 
bright smile was gone. He seemed to wince at the sunlight, as 
if his head ached terribly. 

“When you should be here, with your master,” snarled the 
wounded Bors. 

Hetore | could reply, Arthur said tiredly, “Orion, as my 
squire you must be at my call always. If you want to 20 away 
for a day or two, you must ask me first” 

| had been missing for three days, they told me. Thar sur- 
prised me a little, but | was truly shocked to see how battered 
Bors and Gawain were. 

Arthur seemed more relieved to see me apain than angry 
that | had disappeared. He didn't really want an explanation; 
he wanted to make certain that | wouldn’r disappear again 
unless | first asked his leave. Worse, though, he seemed tired, 
dispirited, exhausted as though he hadn't slept for days. 

| apologized profusely, then asked, “My lord, are you ill? 
You seem... not well.” 

Arthur shock his head wearily. “How could | be, with all 
that's happened these past three days.” 

“Witchcraft.” Bors muttered darkly. “There's evil afoot in 
this castle.” 

“Is that what happened to you, Sir Bors?” | asked. “And to 
you, Sir Gawain?” 

“No,” said Arthur. “What you see is the devilish handwork 


Oo jalr Seal 


of King Ogier.’ 

| saped at the two wounded knights. “The Dane did this 
fo you?" 

Bors gave me a took that would have curdled cream. 
Gawain looked downright embarrassed. 

Arthur explained, “I've been trying to find a way to get 
Ogier to jain us. | invited him to become an ally of the High 
King. | told him that Ambrosius would support him in battles 
against the Scots and Picts.” 

Ogier had laughed in Arthur's face, he told me, and 
declared that he had no need of help from Ambrosius or 
anyone else. He intended to bring his own Danes from 
across the sea and march south to take as much of Britain as 
he wished. 

Arthur had patiently explained that such a move would 
make them enemies, forcing his knights to go to war agains! 
the invading Danish army. 


“We have beaten every foe we have faced, from the | 
Saxons in the south to the Picts and Scots hare narth of 
the Wall.” Arthur had told him, “We will defear your Danes, 
as well” 


“Conquer my Danes!” Ogier roared with laughter and 


— 


"i 
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collapsed and puked up 
his guts onto the floor, - 


offered a challenge to Arthur. 
“Pick three of your finest, strongest knights. Old man that | 
am, | will fight them, | myself, If any one of them bests me, | 
will leave this Jand and return to Denmark forever." 
Arthur immediately accepted the challenge himself, but 
Ogier declined to fight him. 
“Nay, you are too young, little more than a callow youth. 
Pick three of your best knights. | will fight each of them. 
After | have defeated them, if you still dare to accept my 
challenge, then | will fight you-and your enchanted sword. Ir | 
won't protect you against me,” Ogier boasted. 
So it was agreed: King Ogier the Dane would face three of 
Arthur's finest knights, on foot in the castle courtyard. IF he 
defeated all three of them, then Arthur would face the Dane. 
Sir Bors had been the first, and tough old Ogier had 
drubbed him thoroughly. After he was helped off the field of 
contest, Bors camplained of feeling slow, weary, as if sick. 
“You certainly looked it,” Gawain had quipped as he helped ) 
carry the bleeding Bors. 
Ir was Gawain's turn next. The next morning they met in 
the courtyard again. Gawain looked pale, unsure of himself. 
“In a lesser man | would have thought he was frightened,” 
Arthur said as we climbed the tower stairs to the room 
Morganna had given to young Lancelot. 
“| wasn't frightened,” Gawain maintained stoutly. “I felt 
sick. Weak, Feverish, almost.” 
Still, Gawain put on his helmet and went out to meet Ogier, 


sword in hand. The Dane, swift and powerful as a man half 
his years, cracked Gawain's head so hard that Arthur thought 
he would die. 

“Not so,” said Gawain as we entered Lancelot’s room. “My 
skull’s too thick, even for Ogier’s great strength.” 

Lancelot was Arthur's last hope. If the challenge of facing 
Ogier worried the youngster, he didn’t show it as he dressed 
for the contest. 

“| won't fail you, Arthur,” Lancelot said, smiling eagerly, He 
actually seemed to be looking forward to the fight as he 
draped his chain mail over his tunic. 

His shield with the golden eagle emblem rested by the table 
in the center of the room. Atop the table lay Lancelot’s sword 
and his helmet, a steel cylinder thar covered the antire head, 
padded along its bottom rim where it rested on his shoulders. 

“How do you feel?” Arthur asked. 

Lancelot tried to smile, but it was shaky. “Butterflies in my 
stomach,” he said lightly. 

Arthur frowned worriedly. “Both Gawain and Bors felt sick 
when they faced Ogier.” 

“Witchcralt,” Bors muttered again. “I tell you the witch has 
put a spell on us all.” 

Arthur did not contradict him. “I haven't felr all that well 
myself these past few days,” he admitted, 

Lancelot took a deep breath. “| feel sood enough to face 
the Dane,” he said. Yer | thought that some of his usual vigor 


|-went to the window and looked down at the courtyard. 
Ogier was already there, bareheaded, taking practice swings 


with a mighty broadsword. 

Someone knocked at the door. | hurried to open ir. 

Morganne stood there, midnight dark hair tumbling past 
her shoulders, a warm disarming smile on her lustrous lips. 
She hore a silver tray of apples and roasted chestnuts in 
her hands. 

lf she was surprised to see that | still lived, she gave no 
sien of it. Stepping past me as if | didnt really exist, she car- 
ried the laden tray straight to Arthur. 

“To show that | bear no ill will toward you, Arthur,” she 
said sweetly, handing him the tray. 

He had been totally infatuated with her, a year earlier. 
lt was clear to see that she still held a powerful attraction 
for him. 

Arthur had to swallow before he could find his voice. 
“Thank you, Morganna.” 

She looked up at him. “I'm sorry that it's come to this, 
Arthur. Once my husband bests your bay, there, you'll have 
to face him. He might kill you, Arthur.” 

“That's in God's hands, Morganna,” said Arthur quietly. 

"Is i?" she replied. 

Gawain chuckled. “Suppose Ogier gets himself killed, my 
lady? Then you'd be a widow.” 

She looked at Gawain the way a snake looks at a baby rab- 
bit. “Would you come to console me, then?” 

“Aye, | would,” said Gawain, reaching for one of the shin- 
ing apples on the tray. He crunched into it with his strong 
white teeth. “| would indead”’ 

Morganna smiled at him. “Very well then. Should | put 
on a widow's black weeds, you may come to beguile me of 
my grief.” 

With that she turned and swept out of the room, leaving 
Arthur holding the tray of fruit and Gawain munching 


thoughtfully on the apple. 

Lancelot picked up one of the apples. “A bite or two might 
help calm my stomach,” he said, 

Bors stared hard at the closed door. “Witch,” he growled. 
“She put a spell on me, On us all” 

“No,” said Arthur, putting the fruit tray on the table, “But 
she might win Gawain's heart.” 

Gawain said, “It's not my heart that—" He stopped, his face 
going pale. His legs buckled. | raced to him and caught him 
before he ee to the floor. 

‘Tm . ” Gawain moaned. 

Lancelot aha clutched ar his stomach and lurched 
toward the window. He made it only as far as the corner of 
the bed, then collapsed and puked up his guts onto the floor. 

“The apples!” said Arthur. “They're poisoned.” 

Without an instant’s hesitation | pried Gawain's mouth open 
and stuck two fingers down his throat. He gageed, then 
retched, It was a mess, but it probably saved his life. The 
remains of the apple came up, together with the breakfast 
Gawain had gobbled earlier. 

We laid the two of them side by side on Lancelot’s bed 
while his squire ran for a maid or two ta clean up the vomit. 

Gawain groaned, but the color came back to his face. “The 
witch... poisoned me.” 

“It was meant for me,” Arthur said, “She still hates me, | 
despite her smiles.” | 

Lancelot was unconscious, pale as death. 

“Lancelot's in no shape to fight Ogier,” Bors said. “And if 
he doesn't show up, the Dane will claim a forfeit.” 

“Then he'll demand to face me,” Arthur said, He too looked 
pale, unwell, 

[knew what was racing through Arthur's mind: If Ogier 
wins his challenge he will bring his army of Danes to 
Berenicia. From there they will invade south, bringing a 
whole new flood of enemies to spread fire and death across 
Britain. 

Bur | saw a different scene. Morganna had been subtly 
poisoning the knights’ food for days now. Bors and Gawain 
had both been too ill to fight well. Monganna’s poisoned 
apples were meant fo make certain that Lancelot could nor 
even make it to the field of contest. Arthur would be forced 
to fight Ogier and the Dane was sioing ta kill him, 

Morganna/ Aphrodite had harched this scheme to assassinate 
Arthur. 

| looked into Arthur's eves. “T\l go in Lancelot's place, 
my lord.” 

“Yau?” Bars snapped. “You're only a squire. That Dane aut 
there will cleave you in half.” 

“Lcan fight him,” | insisted. “In Lancelot’s armor, so no one 
will know that Lancelot didn't show up.” 

“it would never work,” Bors grumbled. 

But Arthur said, “Can you best Ogier, do you think?” 

| realized that Morganna had given the old Dane more than 
an extended lifespan. Aphrodite and Aten must have 
enhanced his body, augmented his muscular sanrengin arnpli- 
fied his reflexes. | recalled fighting far Odysseus before the 
walls of Epeiros, a thousand years before Mosgrias the 
Great conquered the Persian empire. Then | faced Aten him- 
self, in mortal guise, swiffer and stronger than any mere 
human could be. The best | could do was a draw: We killed | 
each other. . 

"| will beat him, my lord,” | said firmly, Then | had to add, 


“Or die trying.” 

Arthur nodded, his mouth a grim tight line. “No one could 
ask you to do more.” 

So | put on Lancelot's coat of chainmail, It was a bit short 
far me, but we hoped no one would notice. | hefted his heavy 
Shield with the golden eagle painted on ir. 

‘Til give you Excahbur .. 2” Arthur began. 

“No need, my lord," | said as Lancelot’s squire buckled his 
sword around my waist. “Excalibur is meant for you alone.” 

We left Lancelot and Gawain in the tower room with their 
squires, Arthur commanded the youngsters to open the door 
to no one except himself. Down the long spiral of stone 
stairs we went, until we reached the ground level. Then | 
pulled Lancelot’s helmet over my head. It covered my face 
completely. The world shrank to what | could see through the 
narrow eye slit in the steel helm. 

Ogier stood waiting at the far end of the courtyard, tall, 
his shoulders as wide as two axe handles, twirling a two- 
handed broadsword in his right hand as if it were a toy. The 
courtyard was thronged with people who had come to watch 

the match, buzzing and chattering with excitement. Only the 
center of the packed earth courtyard was open for our con- 
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Test. Almost everyone in the castle must have been there— 
except, | noticed, for the men at arms stationed on the 
rooffops, armed with stout hows. 

Morganna stood beside her husband. Even thraugh the 
narrow eyeslits of the helmet | could see that she was sur- 
prised that Lancelot had made it down to the caurtyard, 

She stared hard at me, her beautiful face twisted into a 
puzzled frown. 

Ogier wore a long coat of chainmail over his tunic, as did I. 
A squire stood beside him holding his long shield; it bore the 
emblem of a stag, in black. hs tapered bottom end rested on 
the dirt, its square top reached to the lad's eyes. Ogier hand- 
ed his sword to another squire, and took his helmet from a 
third. The helmet bore steel prongs, like a slag’s antlers, and 
a gold circlet of a crown affixed to it. Osier would do battle 
with a king's crown on his head—or at least, on his helmet. 

“He is very fast and very strong,” Arthur warned me. “Be 
on your guard.” 

| nodded inside my helmet. “Wish me luck, my lord.” 

“May the gods be with you,’ Arthur said, lapsing back to 
his Roman heritage. Probably he unconsciously thought that 
the Christian Ged was too meek to be of help in battle. 

| stepped out into the open space as the crowd hushed 
expectantly, Ogier's helmet covered his cheeks and had a flat 
niece batween the eyes fo protect his nose. The bottom half 
of his face was uncovered; his snow -white beard fell halfway 
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“So, lad, you too have come to feel the bite af my blade,” 
he said in a loud, strong voice. 

I said nothing as | advanced slowly, warily toward him, 

“Come then,” Ogier said cheerfully. “Let us see who is the 
better man.” 

My senses went into overdrive, as they always do in bat- 
tle. Everything around me slowed down, as if time itself was 
stretching out into a languid, shiggish flaw. A good thing, foo, 
for Ogier was every bit as swift as a lishming bolt. 

He swung a mighty overhand blow meant to cleave my 
skull, helmet and all. | jumped backward and his swing cut 
empty air, instead, Without an instant’s pause he swung 
backhand at me, advancing swiftly as | backed away. 

“Stand and fight,” he growled. “This isn't a dancing 
contest.’ 

| was content to dance, at least until | could gauge the 
speed of his reflexes. | circled around the courtyard, Ogier 
pursuing me, as the crowd shifted and melted away from us. 
For several minutes the only sounds were the hissing swishes 
of his blade cutting through the air and the crowd's pasps as 
| backpeddled lithely. Not once did our swords clash. 
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of his blow 


He showed no signs of slowing, only a growing impatience 
with my retreating tactic. 

“Coward!” he snapped. "Face me like a man, you 
spineless cur.” 

| had no intention of walking into that buzzsaw he was 
wielding. Not until | was ready. 

Around the courtyard we went, Ogier charging and me 
retreating. | nearly stumbled once, when | got close to where 
Morganna was standing. Did she somehow trip me? | couldn’? 
tell, Bur! could see Arthur's face as he watched the match. 
He looked aghast, ashamed of what | was doing. Berter to 
wade in manfully and be chopped to bloody bits, in his eyes, 
than fo appear to be afraid of your enemy. 

Ogier showed no sign of slowing down or becoming wind- 
ed. If anything, he pursued me harder, swinging his blade so 
fast it was a blur against the clear blue sky even to my 
hypersensitized eyes, 

After three times around the courtyard | thought | had his 
swing timed well enouph. | suddenly stapped my retreat, and 
lunged toward Ogier, raising my shield to take his thrust 
while | swung at his midsection. 

His blow shattered my shield, tt simply cracked apart, 
half of it flying off into the crowd, the other hal! hanging 
useless from my arm. The force of the blow stagsered me; 
my whole arm went numb. My awn swing bounced harmless- 
by off his shield. 


“Hal” he roared, rushing toward me as | stumbled back. 
| ducked beneath his swing and wedged my sword ogainst 
the inside of his shield. Then | jabbed the point of the blade 


into his ribs. There was little force in my thrust, and the blade 


slid harmlessly against his chainmail, 

But for the first time in our fight, Ogier backed up. The 
crowd went “Ooh!” 

For a moment we stood facing each other, chests heaving, 
arms heavy. | tossed away the remnant of my shield. Past 
Ogier’s imposing form | could see Morganna smiling. 

“So you're ready to fight now?” he taunted me. 

| said nothing, waiting for his next attack. 

He sprang at me with another powerful overhand swing. | 
gripped my sword in both hands and parried his blade with a 
mighty clang that rang off the courtyard walls. The force of 
his blow buckled my knees, but | managed to back away and 
regain my balance, 

Ogier came forward with still anather overhand cur. 

This time | dodged it and swung two-handed ar the haft of 
his blade, close to the hilt, My blow ripped the sword from 
his hand. 

The courtyard fell absolutely silent. Ogier stood for an 
instant, staring down at his sword on the dusty ground. 
Then he looked at me. | saw what was in his eyes. He real- 
ized that | could have just as easily taken off his hand. sew- 
ered it al the wrist, 

| stepped back and allowed him to pick up his sword. He 
hatred it, as if testing to see if it were Still whole and sharp. 
Then he advanced upon me again, but not so wildly this time. 
Now he was primly determined to finish me off. 

Holding his shield before him, Ogier moved warily toward 
me, swishing his sword in swift circles over his head. The 
shield covered him from knees to eyes. He was taking no 
chances against me now. 

| backed away for several steps, thinking rapidly, trying to 
find a weakness, an opening. From another life | remembered 
a martial arts instructor urging me, “Your enemy cannot 
strike without exposing himself to a counrer strike. Be alert, 
Be prepared. Use your enemy’s strength to conquer him.” 

Suddenly Ogier roared like a bull and charged at me, ready 
to use his shield as a battering ram. | dropped to the ground 
and took his legs our from under him with a rolling block. He 
Fell like a giant oak tree, landing face down on his shield, 

| planted one foot on his sword arm and knelt my other leg 
an the small of his back. Ripping off his golden crowned hel- 
met, | pointed my sword at the nape of his neck. 

“Yield, my lord,” | shouted, “or | shall have to cul off 
your head.” 

Ogier had no desire to lase his head. “I yield,” he said, his 
voice quavering. 


WE WERE NOT completely out of danger. That night Osier 
feasted us, and Lancelot had to accept the plaudits of one 
and all as an invincible champion. He locked embarrassed, 
which everyone tack to be humility, the kind of modesty that 
becomes a true knight. 

We dared not eat anything excepr the sizzling meat of 
the boar that we saw being, roasted on a huge spit in the 
great hall's fireplace. Nor would any of Arthur’s men drink 
anything except water, by his command. He'd had enough 
of poison, 

Ogier ate and drank mightily. but he seemed to have aged 


rwenty years since the morning, He looked thinner, slower, 
his eyes red rimmed and watery. Have Aten and Aphrodite 
already removed whatever it was that made the old Dane so 
youthful? | wondered, 

He agreed good naturedly that he would return to 
Denmark and never darken Britain's shores again. 

— “I you have knights like young Lancelot in your service,” 
he said to Arthur as they sat side by side at the long dining 
table, “then | will keep my army in Denmark and harry the 
Frisians and Saxons there.” 

Arthur smiled graciously. | thought that Oxier's harrying 
would only lead to more Frisians and Saxons crossing the sea 
to Britain, but | was satisfied that the Danes would not invade. 

Morganna sat at Ogier's other side, smiling mysteriously 
through the entire evening. That worried me. She did not 
appear fo be angry or frustrated that her plot to kill Arthur 
had failed. She smiled like the Sphinx, like someone who is 
willing To wait for long ages To accomplish her goal, 

The next morning, as we were ready to saddle up and 
leave Berenicia for the long trek back to Cadbury castle, 
Morganna came into the sun-drenched courtyard to say 
farewell to Arthur. Several of her ladies accompanied her. 

“Will you go to Denmark with your husband?" Arthur 
asked bluntly. 

Again that Sphinx like smile. “No, | will stay here. This is 
my home, not some rude swamp across the sea.” 

“Bur what of Ogier, then?” 

“What of him?” she replied carelessly. “He is old and will 
die soon. He serves me no purpose anymore.” 

Arthur shook his head. Then he fixed Morganna with a 
hard stare. “You wanted to see me killed” 

“Twill dance on your grave one day, Arthur.” 

He seemed more saddened than alarmed. “What have | 
done te earn such hatred?” 

Morganna smiled again and beckoned to one of her waiting 
ladies. The woman bore an infant, asleep in a bundle of swad- 
ding clothes. 

“This is what you've done,” said Morganna, taking the baby 
in her arms. 

Arthur gaped at the child. 

“He is your son. Arthur. | will raise him fo hate you as 
much as | do." 

“But Morganna,” he pleaded, “you musm't—" 

"| will, Arthur. He will know that you are his father and he 
will hate you with every fiber of his being.” 

Arthur simply stared at her, uncomprehen 
dered. 


ing, bewil- 


“ve named him Modred,” she said, her smile turning truly 
evil. “He will be the instrument of your doom.” 

Yes, | thought. Aphrodite and Aten and the other Creators 
would not rest until they had destroyed Arthur. They had all 
the time they needed to pur their hateful plans into action. 
Could | protect Arthur all through those long years? 

1 vowed thar | would. 


Previous adventures of Orion and Arthur have appeared in 
DRAGON #248, 257, 267. and 274. for more on the many 
works of Or. Ben Bova, so ro www.benbove.ner. 
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SPELLS 
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ee MIND BLAST! os 


BRAIN WALK 
| — BE opNDING 

AR COMMAND 
COMMUNE 
EMOTION 


EYEGITE 
FREEDOM 
LIV ROA 
MENDING 
MESSAGE 


MIRACLE 
MISLIEAD 
SCR ING 
SEEM 
SUN LING 
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Character Artist add-on to CC2 tets you 
create attradtive, high-quality portraits of 
characters for your games, Select from the 
basic races such as human, elf and dwar, 


on choete honific humanoid monsiars. duct click on ian to choose the race 


and sex, then select body parts and clothes to build your portrait, Add the 
portrait to character sheets, square counters of stanc-up card figures. 


The £02 add-on to O02 is the only 
RPG toct that lets you create 
deautiful, moredebly detasked cily 
mans with egey and speed, Crante 
houses it any style or shape, aad whole 
Steet in a couple of clicks, or select 
tree ower 1600 Srnart Syebols te crake 
he cy of your dreams. Add a hotiinked 
alphabetocal street indax to your man in no tena, and include colpr-codert 
demongrapha: intarmnation, You can erate impressive city maps in a honch of 
Mintle. and hawe mone tine for actually gaming instead of preparing. 


design software and now it's 


“You bait trastalies ‘fy shape to Geeta 


‘codoxbeslauecan 


CC is the industry-atendard 


more flexible than ever before. 


realistic terrain. Export egal oneagn 


muttiote sheets of paper nf eny scale oe be: 
impressive maps. And that's justa sample. _ 
With improved help and a new 170-page 
manual, CC2 version 6 is the only isles ing 
software for the-discerning gamer. — 


The C2 Dieramags add-on te OCS 


cu bl greet 


The chew amici cry be printad accurately at any ! 
miniature scale and are re Yorcanuse 
Dioramas to create frenie HOtes, Auborviatically 
adding alieective backgrounds and tbs, 
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The DO? aidan te (oC? ie lunches. 

over 500 symbols tor fleenplans anc 
underground areas. These symbols 

are “smart* - they align autarnatically 

to walla ond ewer aul gaps a you 

vant, Mow we've added new AOOM and 
GORRIDOR utilities to quickly create 
mele ah of td wth “ti er are anc 


+ OSE WA CR OE 


Map. Making tor Coamers 


i 


www.profantasy.com 


EEE 


Fractal Terraing if a stand-alone product that gives you 
infirate worlds at your fogertios You can uel fractal, flat 
on neni word dela fo start your mapa. Pull a few slicers, 
Type in a few catalis. and PT will ornate any qumbee of 
beautiful worlds based on your parameters. Edit allitude, 
climate, rainfat and temperature, choase a color scheme 
then export your map te CC? or the wats, 


Requirements: Mest PCs with Winiows S5/S8/NT 4/2000) vil supper? our peockunts. 


TO ORDER; If your retailer does not stock our produets: 

Internet: go to ProFantasy’s website at httpywew_peotantasy.com to order 
fron aryvihere in the work 

In the US and Canada: phone trae om + -200-841-1487 (Shenpang $7.00) 
Elsewhere: phone UK 020 7798 8877 or fax UK 020 1798 S282 (05.00 
postage & peeking) 


Questions? e-mail idodrpibhint ip tein cr eal OUP fares as eran y lie On 
1.8000 -281-2417 BAM SPM Hawall Standard Tine 


Prices: CC2 v @ is USS75.95 / £49.85, 007 ¢ USS36.95 824.95, CO? is 
USSS3.8S/E27.98, CA is 229-95 /019-95, OCD So885 074.95, FT ie SIABHE75 


Offers and Upgrades: Call or see our website for bundles enc upgrades. _ 


The hybsils of the Western Heartlands 
and the High Fores! have a grudge 
against the Zhents af Darkhold, The 
Zhents pay bounty for hybsils’ antlers, 
$0 long as they're attached to a 
hysbil's scalp. 

A defector from Darkhold, unhappy 
about the Zhents’ reversion to the wor- 
ship of Bane, has revealed that 
Sememmon was creating a huge ball of 
hybsil antlers for some dark ritual pur- 
pose. The informant isn’t sure what 
Sememmon’s intentions were, but it had 
something to do with plans fo take con- 


In a wide area in front of the 
Carfographer’s Guildhall, Master 
Cartographer Jawan Sumbar (a gnome 
male sth-level ropue/isih-level wizard 
(illusionist) has erected a huge tent, 
Inside, trophies gathered from forgotten 
dungeons both near and far are dis- 
played. PCs willing to pay the 1 sp 
admission can see several cases of 
strange cultural artifacts, statues, 
stuffed monsters, and stranger exhibits. 
Examples include the famed evil sword 
Blackrazor (a replica), a stuffed and 
mounted mind flayer, ¢ stuffed and 
mounted wery young black dragon, a 
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trol of forests abandoned by the elves 


in the Retreat. 

Before those plans could come to 
fruition, Sememmon fled Darkhold and 
ihe wrath of Bane, leaving the ball af 
antlers behind. The new commanders of 
Darkhold don't really know what to do 
with the ball. Not wanting to leave it 
inside Darkhold, in case: Sememmon 
should want the ball badly enough to 
come back for it, they have moved it to 
a smaller watch post in the Far Hills. 

The hybsils want the antlers of their 
slain kin back, to dispose of them with 


sass jar filled with muddy water (pur- 


portedly gathered from the Sunless 
Sea), and an 8-ft. tall statue of a 3- 
armed gargoyle (its fourth arm has 
apparently been broken off and is 
nowhere to be found). 

Though many of the items are fakes 
and replicas, some are real, and Jawan 
usually posts a guard of three 4th-level 
fighters to patrol the exhibit tent. 
Unfortunately. the guards are not up fo 
the task of fighting off the wrathful 
appearance of four demons: a plabre- 
zou and three vrocks. The demons are 
after something taken from a tomb they 


BY ROB HEINSOO 


proper reverence and prevent them 
from being used by evil mages. The PCs 
might end up aiding the hybsils’ mission 
or they might end up going alter the 
hybails to try and rescue them from 
what could be a terrible trap. But would 
it be a trap for hybsils, or a trap for 
Sememmon? 


BY BRUCE R. CORDELL 


and many of their kind are charged 
with keeping pristine. The statue of the 
gargoyle is their target, and they stop 
at nothing to return it to the far-away 
tomb whence it was taken by some 
foolish adventuring party, PCs who are 
present during the attack can help beat 
off the demons if they so choose. 
Sadly, even if all the demons are 

killed, a new retrieval force ts dis- 
patched every week until the statue 

is reclaimed, 
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The City of Anuire is home to dozens of 
hoble merchant-houses, trading costers 
whose ships sail to all corners of Ceriha: 
and beyond to the great old cities of 
Aduria, the polden sands of Djapar, the 
sun-drenched archipelago of the 
Sahirde el-Mehare, and the exotic mys- 
reries of the Dragon Isles of the east. 

House Fieren is one of these mer- 
chant houses, a Family of landless gen- 
try descended from knights who foughr 
at the side of Michael Roele. Two 


L i | 


PCs are deliberately siven this thought- 
provoking message. DMs should change 
the factals involved to suit individual 
campaigns. Freeing any Facto! 

comes with its own hazards, the least of 
which would be possibly incurring the 
Lady of Pain’s displeasure, A freed fac- 
tol is sure to be sough out by friends 
and foes, and your options from rhat 
point are endless. Consider these: 

« One or both factols are injured, 
sick, or dying. A timely rescue trom the 
maze would be the jus! the beginning of 
an adventure. 

» There is no map of any Factol's 
maze, This chant is really a trap set out 
by the Daughrers of Light or enemies 
of the PCs, 


galleons, six caravels, and three coast- 
ers comprise the Fieren fleet. In the 
early summer of the year 553 MR, 
Bzerts Fieren sets out to inspect his 
house's holdings in the kingdoms and 
ports of northern Aduria. 

Neble merchants such as Baeris fre- 
quently travel with friends and reliable 
compamons, especially for long voyages 
abroad. The heroes might be hired (or 
simply asked) to join Baeris on the jour- 
ney fo Lurech. 


« When Vergrove and Darius learn 
of the fate of their two factions, they 
pledge to see Mind's Eye's disbanded. 
The Factols enlist any leftover PC 
Godsmen and Signers in this endeavor. 
Seeker high-ups might have their own 
plans for the freed Factols. 

The return of any mazed factol soon 
prompt new searches for other factols. 

Are the PCs not believing any of this? 
Have them talk to the githyanki maze- 
mapper, Djek'Nlarr. She's seen them 
both recently and even mapped their 
maze. She says those two ascended all 
right. They ascended tagether courtesy 
of the Lady. 


The BintHaicht Campaign is close 
enough to the fantasy Medieval ideal 
thar merely changing some of the loca- 
tion names can make this hook a good 
fit for GrevHawx, the Forgotten Reams, 
or even the Mystasa Campaign. 


"BY EDWARD 


If you don't use the PLaNescare sefiing, 
you can make this handout work im one 
of lwo ways: 


e I's a hook to bring your characters 
off the Prime and into Sigil itself. This is 
a good option if you have the 
PLANESCAPE setting and your PCs want 
to travel the Planes. 


« The note refers to political or reli- 
gious factions in a foreign city, and the 
note is written in the unusual cant of 
the local theves guild. A successful 
Innuendo skill check (DC 13) makes the 
message's meaning clear 1o those who 
don't already know the lingo. 9 
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BY MONTE COOK « ILLUSTRATED BY PETER BEKGTING 
: Bevel | | Re : 
Sometimes those who are pure of hear! and icons of goodness sre not necessarily those most devoted to a particular reb- | 
ion, Sometimes, as the gnome and halfling lightbearers prove, an ind?vidval mortal, rather than a god and his legion of ser- 
I vans, is evils preatest foe. } . } | 
he heroes of the gnomes and halflings seem particularly undetectable to the naked eye-sometimes becomes visible — 
focused on protection and stewardship. The powerrul when the lightbearer is engaged in melee combat with evil toes. 
ae spinits of those who are the most pure, truthful, and Lighibearers are offen clerics or druids, but rangers, 
i valiant shine through them, marking them as special, Halfling bards, and most other classes are also granted the gift. 
and gnome cultures select these rare few as Suardians called “Holness” is not just a quality of the religious. - 
_ bghtbearers. The power within these individuals grants them a As NPCs, lighibearers are usually wandering loners, 
| _ special aura of purity and righteousness, Lightbearers serve as stopping only where and when they are needed. They 
| guardians, peacekeepers, and general purveyors of goodness. never te themselves down to 4 single community and are 
Their aura~normally an invisible, shimmering, warm glow never associated with one particular religion. 
i LIGHTBEARER ) 
5 teit a 
| pe Ree ee . : a 
! Detect evi, fight on — a 
| e CLASS SKILL 7 
| 2 +1 +9 +3 «+9 Fesist elements ess aamanagss 5 sete : 
| 3 +2 oe +3 Share aura, stacatet | 
deflect attacks +2 hills lordanized by yi are | 
) ez +4 +4 +4 «+4 ~~ Provide healing z | COM fama baeey ES a A | 
: 2 A . 4 . Na revision | Concen- Craft Heal |Diplomacy | 
. . ¢ 4 3 ; raven |Knowledge| Listen | Intimidare | | 
aS 44 + +¢5 #5 Deflect attacks +4 frebgion’ | 
: pe , poe |Profession 
ee “e +5 +5 +5 Dispel evil Knowledge Spot | 
{ a +8 +6 +6 WG Holy word Io cal? Wild, J i 
: | . a4 Spelleraft | *MCerTness | 4 
| g 1 +6 +6 +6 Deflect arracks +6 Lore : . 
| +7 +7 +7 +7 © Resist spells 4 . . 
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To qualify to become a lightbearer, 
a character must fulfill all the 
following criteria: 


— 


ccs: ‘ 


CLASS FEATURES 

Weapon and Armor Proficiency: 
Lightbearers do not gain special profi- 
ciency with any weapons, armor, or 
shields 

Detect Evil; At will, the lightbearer 

can defect f evil a> oa spell | like ability, This 
ability duplicates the effects of the spell 
derecr evil as ¢ cast by a cleric of the 
lightbearer’s level. 

Light: Ar will, ihe lightbearer can cre- 
are fiahr as a spell-like abil ty. This abiliry 
duplicates the effects of the spell dehr 
as cast by a cleric of the lightbearer's 
level, 7 

Resist Elements: As a spell-like ability, 
the lightbearer can cast resist elements 

upon hans elf once per day as a cleric of 
his lightbearer level, 


Share Aura: Some benefits gained 


from being a lightbearer—deflect 
attacks, resist elements, and resist 
spells—can be shared with one other 
creature in physical contact with the 
Lighibearer, Using this supernatural abil- 
ity is a free action. 
Deflect Attacks: At qrd, 6th, and oth 


level, the lightbeare is a deflection 
bonus fo his Armor Class. This is a 
supernatural ability, 

Provide Healing: Once per day, the 
lightbearer can use one of the following 
as a spell-like ability: remove disease. 
remove biindness/deatness, cure seri- 
ous wounds, resrorarion. All of these 
abilities are treated as if cast by a cleric 
of the lighivearer's level. 

Darkvision: Ar 5th level. the lighr- 
bearer gains darkvision with a 1;o-foot 
range. Thi $ is a supernatural ability ' 

Dispel Evil: A zth-lewel lightbearer 

can use dispel évil as a spelltike ability 
once per day, as a cleric of his light- 
bearer level. 

Holy Word: At 8th level, a lightbearer 
can speak @ foly word as a speltike 
ability once per day, as a cleric cf his 
lightbearer level. 

Resist Spells: A sorh-level lightOearer 
has an SR of 2s. © 
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NTAL EVIL 


BY JAMES JACOBS - ILLUSTRATED BY CARLO ARELLANO 


The Gnarley Forest has had a reputa- 
tion as a den of-monsters and lurking 
evil for many years, despite the fact 
that large sections of the woods are 
regularly patrolled by rangers, elves, 
gnomes, and other champions af good. 
Nevertheless, the forest's simster repu- 
jation has persisted, in no small part 
thanks fo one of the masr infamous 
strongholds of cruelly and villainy 
throughout the flanaess: the Temple of 
Elemental Evil. 

The history of the Temple of 
Elemental Evil is no secret; the massive 
structure was built by a cult that ven- 
erated the dark and evil aspects of the 
four elements. With the aid of powerful 
demons and gods like luz the Old, 
Zuggtmoy the Demoness Lady of Fungi, 
and other sinister powers, these cultists 
soon commanded much power, and 
began to ravage the lands in the area. 
Eventually the Temple's reign of terror 
was put down and Zuggtmoy was 
imprisoned deep within the dungeons 
under the Temple | 

The cultists had done their damage, 
though, The presence of the Temple of 
Hemental Evil tainted the surrounding 
woodlands. Natural creatures fled the 
area and all manner cf twisted man- 
sters and beasts moved in, drawn by 
the evil aura of the place. In addition, 
many of the evil creatures the cultists 
held bargains with or kep! as pets and 
guardians remained in the area afier 
the Temple itself was overthrown, Over 
the years, these creatures spread inro 
the surrounding woods and established 
themselves. This article details five of 
those beings that still lurk deep within 
the Gnarley Woods or in the ruined 
dungeons beneath its roots. 

During the height of the Temple of 
Elemental Evil's power long ago, the 
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breathdrinker was a favorite assassin 
for Temple priests, The creature's skill 
at tracking and its great speed made it 
unnaturally adept at staking prey. 
Reports of vengeful ghosts that haunt 
the Gnarley Woods today might well be 
the result of breathdrinker encounters. 
lt is certain that many of these crea~ 
tures lurk in the woods near the Temple 
ruins waiting for prey. 

The cult also kept many crealures a5 
guardians or pets. One of the most 
popular were the sadistic firetongue 
frogs, tiny fire creatures that could set 
living’ blood aflame and were notori- 
ously difficult to slay. Certain Temple 
holdings were lit entirely by these 
slowing frogs, and not a few of these 
structures burned to the ground when 
the frogs grew a little too bored or 
hungry. Firetongue frogs dislike water 
and thus are only rarely encountered in 
the often moist woodlands, bul large 
swarms af the creatures still lurk in 
forsotten dungeons in the woods. 

The cultists built many underground 
dungeons during their reign, and they 
often broke into existing caverns or 
passageways into the Underdark. One 
of these caverns had already been 
claimed by a band of strange creatures 
called tralusks. Sinister and cruel to the 
core, these terrifying monsters commu- 
nicated by means of deep, eerie songs 
that carried for miles through the light- 
less tunnels af the Underdark. The 
Iralusks also had a strang affinity for 
elemental earth, a property the cultists 
seized upon as a divine sign. Many of 
the creatures were led back fo the 
Temple dungeons to serve as guardians 
and entertainment; their voices were 
perfectly suited for the croaking, 
moaning hymns to Elemental Evil 
Today, with the cult gone, mast of the 


tralusks have retreated inta the . 
Underdark, but some might still air in 
the deeper dungeons in the region. ; 
High priests of the cult often con-- =~ 
jured creatures from other realms to m 
serve as advisors or elife troops. One © 
of these conjured beings, the orlythys, 


proved to be especially useful, as this ~ 
race of othérworldly slavers could : cnet 
spawn water elementals from the stolen ; 

bodily fluids of their victims. Certain " 
chapters of the cult made a brisk Dusi@— 
ness of trading captured men and i 


women to orlythys slavers for water | 
elemental minions. Several permanent =| 
gateways to the orlythys’ home plane 
were constructed in no jess than tive 
dreary boglands deep in the Gnarley 
Forest. These gates remain today anc | 
serve a§ staping points for orlythys oF 
merchants looking for new slaves, 

Another of these conjured creatures 
was known only to a select few high 
priests. This was 4 powerful outsider ; 
summoned from the court of Zugetmay 
to aid in running the cult, These crea- 
tures, known as rukarazylls, took the 
guise of human cultists and were often 
put in charge of indoctrinating new 
members into the cult, The rukarazylls 
preferred to delude these new recruits 
into believing they were joining a much 
more benign cult; by the time the new 
members learned the truth, if was 100 
late to escape. Since the fall af ihe , 
Temple, the rukarazylls have maintained , 
a terrible interest in ihe region, and in 
the followingl years have attempted ta 
bring the cult back to power mary 
times. Whether they succeed in these 
goals remains 10 De Seen. 


BREATHDRINKER 


Medium-size Air Elemental (Air, Evili 


Hit Dice: 
Initiative: 
Speed: 

AC: 

Attacks: 
Damage: 

Face; Reach: 
Special Attacks: 


Special Qualities 


Saves: 
Abilities: 


Skills: 


Feats: 


Climate /Terrain: 
Organization: 


Challange Rating: 


Treasure: 
Align ment: 


Advancement Range 


The breathdrinker is a dreadful alemental that feeds on 
air extracted from the lungs at ving creatures, ff! & not 
known how the breathdrinker derives sustenance fram such 
a source, but it is obvious that the cruel monster takes great 
delight in stealing the breath of helpless victims, 

The breathdrinker is normally invisible, except when it 
is attacking or using its special attacks. At this time, the 
creature roughly mimics the form of its chosen victim. 
appearing as a misty, translucent duplicate. The eyes 
of a breathdrinker a Dperar as finy red spher es of lich, 

Breathdrinkers speak Common and Auran. 


COMBAT 


A breathdrinker lurks invisibly when al rest, waiting for prey 
[he creature spends some time stalking and 


To wander néar 


Sdé+24 (bo Ap 
+6 (+2 Dex, +4 Improved Initiative 
Fly 60 ft, (perfect) 

16 (+2 Dex, +4 nafurall 
i wind scythe +4 melee 
Wind scythe aug 

5 Tt. by 5 ft/s 
Air mastery, gaze of terror, steal 
breath 
Damage reduction 10/ +1, elemental 
traits, invisibility 

Fort +5, Ref +8, Will +4 

ofr ti, Dex iq, Gon iG, Int i4 
Wis 12, Cha 14 

Hide +i2, Mowe Silenrly +8, 
Search +12, Spot +7, 
Wilderness Lore +9 

Flyby Attack, Improved 
Initiative, [rack 


Any temperate 
Solitary 


= 


i 

None 

Always chaotic evil 
a 6% HD (Large). iF-24 (Huge) : 


witching its victims so it can analyze the bes! method of 


alfack. The breathdrinker is single-minded to a fault; once it 
selects 2 victim it will nor rest unfil it has fully fed from the 
creature's lungs. It defends itself by lashing others with a 
scythe-shaped plane of pressurized air, lt never uses its wind 
scythe attack against its chosen victim, however. A breath- 
drinker often chooses to track its victim and waits for the 
unfortunate creature to fall asleep before attempting te steal 
its breath, A satiated breathdrinker flees to difest its meal 
twhich usually takes several days) before senting our to hunt 


once afain 


Gaze of Terror (Su); Anyone who meets the slowing red 
eyes of a breathdrinker must make 4 Will saving throw (DC 
16) or become paralyzed in terror for tq rounds. This gaze 
attack has a range of 30 feet. 

Steal Breath (Sub: The brearhdrinker can attempt to steal 
the breath of a helpless victim in melee range. This is a full 


round action for the breathdrinker, The victim of this alfack 


must maké a successful Fortitude saving throw (UU 16) each 
round as the breathdrinker tries fo suck out the air in the 
victims lungs. Each round the saving throw is failed, the vic 
tim suffers iG points of temporary Constitution damage: 
each point of Constitution lost heals the breathdrinker of 5 
points of Uamage Once the wictim’s Constitution reaches 
yero, he dies and the breathdrinker retreats to its lair to 
digest its meal 
Air Mastery (Ex): Airborne creatures suffer a -1 penalty to 
attack and damage rolls against a breathdrinker 
Elemental (Ex): The breathdrinker is immune to poison, sleep, 
paralysis, and stunning. lt is not subject to critical hits and can : 
not be flanked. It has darkvision with a range of 60 feet. 
Invisibility (Su): A breathdrinker can make itself invisible as 


a free action. 


thera 


Hit Dice: 
Initiative: 
Speed? 


ACr 


Attacks: 


Damage: 
Face/Reach: 
Special Attacks: 


. Special Qualiries: 


Saves: 


Abihties: 


74 july 20a 


KARAS 


a 
Ld 


12dBeq8 loz hp) 

+8 (+8 Dex) 

7o ft., climb 50 ff. 

24 (+8 Dex, +3 natural, +3 profane) 

3 Tendrils +20 melee, bite +10 melee; or 
spil poze + 20 ranged 

Tendril 16-2, Bite 1d6-2 plus 2dg acid 

5 ft. by 5 ft/s ft. 

Spell-like abilities, spit ooze, Funpus 


Damape reduction 2n/+2, SR 23, eva- 
sion, profane alacrity 

Fort +12, Ref 416, Will +1 

Str 6, Dex 27, Con 18, Int 18, Wis 17, 
ChaiG6 4 


Skills: | 


Feats . 


Climate) Terrain: 
Or ganization: 
Challenge Rating: 
Treasure: 
Alignment: 


Concentration +14, Balance +22, Bluff 
+18, Disguise +18, Escape Artist +16, 
Forgery +g, Hide +14, Intimidate +18, 
Knowledge (religion) +12, Search +g, 
Sense Motive +18, Spellcrafr +12, Spor 
+5, Tumble +23 

Expertise, Improved Disarm, 
Trip. Weapon Finesse (tendril) 


mpraved 


Ary 

Solitary or cell (2-12) 
14 

Double standard 
Always chaotic evil 


Advancement Range:i2-24 HD (Large), 25-36 HD (Huge) 


Rukarazylls are deceivers and tricksters. When conjured in 
the Prime Material Plane, they delight in masquerading 25 
charismatic men or woren. In such fuises, they attemp! fo 
convince locals to establish cults dedicated to apparently 
benign (but altogether fabricated) minor deities. 

Over time, the rukarazyll slowly pérverts its followers Tor 
the worship of Osremach, the elemental prince of evil earth 
creatures. When it doesn't have the time or resources to 
seed cults, the rukarazyll contents itself with selling cursed 
items it passes off as beneficial, posing as a priest and 
inflicting diseases on those seeking healing, and pursuing 
other underhanded and cruel tricks. 
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In its true form, a rukarazyll is only vaguely humanoid. 
its body is a bulbous mass of seething fungoid matter, 
studded with eyes and gasping orifices that leak stink- 
ing, black drool. Ht has six long, hook-studded fen- 
§ that extrude from various random points on 
the central body. Three of these tendrils serve 
as leas while the other three serve as hands. 
Extending fram the top of the body is a long 
scaly tentacle atop which sits the creature's 
head, Its head resembles a ram's skull complete 
with horns. Great fangs stud its lipless mouth 
from which bubbling acidic froth constantly 
dribbles. The rukararyll’s natural voice is thick 
and gurgling, as if its throat were partially 
clogsed with mud, but rukarazylls are good 
at disguising this sound when attempting 


to pass themselves off as humandids. 
Writhing nests af pale fungal filaments 
fill their eyesockets; these filaments 
grow out of other random spors all 
over the thing’s body. 


COMBAT 
The rukarazyll is physically weak, but it 

makes up for lack of strength with its blinding 
speed and accuracy. A rukarazyll enjoys melee 
combat and often forgoes it spe 
a chance to fight presents itself, 
strikes with three of its tendrils and bites with 
its acidic jaws, It takes full advantage of its 
feats, using Expertise to full effect and using 
Improved Trip and Improved Disarm as oppor- 
tunities arise. ft relies on its Tumble skill to 


| like abilities if 
nm combat, it 


, 
ie , 


* emangie, plant 2 growth, protection from good. 


bight; 1/day— wall of therns, cammand plants, 


rzth- level sorcerer. 
=) Spit Ooze (Su): Once every 10 minutes, 


ooze fram its mouth at any one target as a 


‘ooze can immediately altempt to use its 


avoid drawing attacks of opportunity .as it 
weaves about. Combat with a rukarazy!! is 
both disorienting and territying. 

Spell-Like Abilities (Sp); At will—alter self, 
biur, darkness, desecrate, detect good, detect 
magic, mirror image. car's grace, telekinesis, 


undetectable alonm ent, snare, and feleport 
withour errar (self plus 50 pounds of objects 
only) 4/day—polymorpt self, unhaliow, unholy 


heal. These abilities are as the spells cast by a 


“the rukarazyll can expel a Medium-size gray 


earenade-like weapon with a 19-fpot range 
Tincrement, If the target is hit, the gray 


improved prab ability and start constricting Jw 
the victimeon the folléwing round, If the 
spat ooze misses, determine miss distance 
and direction normally. The ooze moves to 
attack normally the next round. Gray oozes 
created.in this manner are short lived; after 
ad4 rounds of life, such oozes clie, 

Fungus (Su): A living creature struck by a rukarazyll's 
melee attacks must make a Fortitude saving throw (DC 20) or 
become infested with the fecund fungus that grows on the 
creatures body. This fungus grows rapidly when introduced 
fo living tissue. This growth causes no damage, but it feels 
quite unpleasant and infests a Medium-sized creature in iy 
rounds, Cach size category larger increases the growth time 
by wl4 rounds; creatures smaller than Medium-size are 
infested in 1 round. Creatures can free themselves of the 
fungus before they are infested by being subject fo 10 points 
of fire or cold damape, or a remove aisease <a Once 
infested, the fibrous white filaments begin to seethe and 
twist, actively trying to resist any actions the infested crea- 
ture attempts. This incurs a -2 penalty to all arrack rolls, 
Dexterity-based skill checks, and Reflex saving throws. In 
addition, the fungus continues to grow in the victim's body 
lalbeit at a much slower rate) slowly eating away at his 
personality al the rate of one point of permanent Charisma 
drain per day. Once the victim's Charisma reaches zero, 
he dies and transforms into an immobile heap of fungus 
that lives for an additional 3d6 weeks before perishing. 

A. remove disease spell destroyed the infestation, but not 
the Charisma drain. 

lt ts possible to become infested by coming into contac! 
with one of these transformed bodies; infestation can be 
resisted with a successful Fortitude saving throw (DC 16). 

Evasion (Ex): A rukarazyll can avoid even magical and 
unusual attacks with preat aailiry. If it makes a successful 
Reflex saving throw against an attack that normally deals 
half damage on a successful save, the rukarazyll instead 


Ya takes no damage, Bias Zee 


Profane Alacrity (Sul: The rukarazy!l is infused with an 
unholy enersy that grants it amazing reflexes and speed. 
These unholy energies actively work to block and turn 
aside incoming attacks (granting a +3 profane bonus tothe 


rukarazyll's tae Class! and alsa alleaiet ¥ rukarazyll to 
take 10 on any Balance, Escape Artist, ‘and Tumble checks 
in any circumstance. Once per hour, the rukarazy!! can 
call upon these energies fo gain a temporary boost to its 
movement, doubling its speed and profane bonus to Armor 
Class for 1 minute, After this minute, the rukarazyll's 
profane energies are depleted for 1 hour, during which 
time it does not receive the bonus to AC or the ability to 
fake 10 in any circumstance. 
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Tiny Elemental (Fire, Evil) 


Hit Dice: id3+3 (7 hp) 

Initiative: +3 (Dex) 

Speed: qo Ft., fly Go ft, tgood) 
AC: 15, (+2 size, +3 Dex) 
Attacks: Tongue +5 melee 
Damage: Tongue 2d6 fire damage 
Face/Reach: 2 ft. by 2 fi/s fr. 


Special Attacks: 
Special Qualities: 


lsnite blood, lightburst 
Damage reduction 15/+5, elemental, fire 
subtype, water barriers 


Saves: Fort +9, Ref +5, Will +o 

Abilities: Str 4, Dex 16, Con 16, Int 8, Wis 10, Cha 
10 

Skills: Bluff +4, Listen +4, Mave Silently +7, 
Spat +4 

Climate/ Terrain: Underground and desert 

Organization: Solitary, Pair, or Swarm (3-12) 

Challenge Rating: 4 

Treasure: None 

Alignment: Always neutral evil 


Advancement Range:2-3 HD (Tiny) 


The firetonsue frog is only about 2 feet long, but it can be 
quite dangerous and difficult to slay. The creature strongly 
resembles a large-eyed tree frog with fiery red skin and yel- 
low eyes with white pupils. It flickers and glows fram within, 
as if it had swallowed a red-hot coal. The creature's skeleton 
is perfectly visible as a darker red below its glistening skin. 
When it opens its mouth, tiny flames curl our. 

Although native to the Elemental Plane of Fire, tiretongue 
frogs are one of the few beings from that realm that can 
exist with relative ease elsewhere. In fact, they actually pre- 
fer to lair in areas inhabited by non-elemental creatures, 
since they prefer living creatures as prey. Firetongues have 
been known to ally with other creatures in exchange for reg- 
ular offerings of helpless “food” to tarment, 

Firetonpue frogs cannot enter water or any other nan- 
flammable liquid. A body of water ts an impassible barrier 
unless the firetongue frog can step or jump over It. 

Firetongues speak Ignan and Common. A firetongue frog. 
emits light equivalent to that af a torch. 


COMBA! 

Firetongues usually travel and hunt in small swarms, although 
it isn't unknown to encounter a lone firetongue. The fire- 
tongue frog understands that most creatures have a difficult 
time harming it, and it sometimes takes advantage of this fact 
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in combat and macks its enemies. At times, it spends several 
rounds of combat flying around and taunting its prey with 
insults and combat feints (using its Blutf skill, see page 04 of 
the Player's Handbook) before finally going in For the kill. A 
firetongue attacks with its tongue, a burning lash of fire that 
can reach targets within 5 feet. 

Ignite Blood (Su): The flames that comprise the firerongue 
frog's burning tongué contain a magic venom that can ignite 
the blood of living creatures. A creature damaged by a fire- 
tongue frog’s tongue attack must make a Fortitude saving — 


rible burning sensation as the victim's blood quickly heats, 
causing an additional +:d6 points of fire damage per round 
for iq rounds. Victims can make Fortitude saving throws 
(DC 13) every round; a successful save negates any addl- 
tional damage. Magical healing of any sort halts this damage 
immediately. f a creature is killed by this damage, the body — 


without blood are immune to the firetongue frog's ignite 
blood ability. 


a blinding flash of light as a full-round action. Any creature 

within 5 feet of the frog at this time must make a Fortitude 

saving throw (DC 13) or be blinded for ad6 rounds. 
Elemental (Ex): The firetongue frog is immune to poon, 

sleep, paralysis, and stunning. It is not subject to critical 

hits and cannot be flanked. I) has darkvision with a range 


F of Go feet. 


Fire Subtype (Ex): Firetonsue frogs are immune to 
fire, They suffer double damage trom cold, except on a 
successful save. 


ORLYTHYS 


Large Outsider (Aquatic, Water, Evil) 


Hit Dice: 6d8+18 (45 hp) 

initiative: +2 (Dex) 

Speed: 10 ft., swim 4o ff. 

AC: is (+2 Dex, -1 Size, +4 natural) 
Attacks: 2 claws +10 melee 

Damage: Claws niG+s5 

Face/Reach: 5 fi. by 5 ft/s ft. 


Spell-like abilities, dehydration ray, 
spawn water elemental, enslave 
elemental 


Special Attacks: 


Special Qualities: © Immune to bludgeoning weapons, 
fog cloud, darkvision 6o ft. | 

Saves: Fort +8, Ref +7, Will +6 

Abilitres: Str 20, Dex 14, Con 16, Int i2, Wis 12, 
Cha 16 

Skills: Hide +7, Knowledge (the Planes} +9, 
Listen +10, Move Silently +10, Spot +11, 
Search +6, Concentration +12 

Feats: Alertness, Spell Penetration 

Climate; Terrain: Temperate or warm swamp, any aquatic 

Organization: Solitary 

Challenge Rating: 6 

Treasure: Standard 

Alignment: Always neutral evil 


Advancement Range:By character class 


Lightburst (Su): Once a minute, a firetongue frog can emit 


throw (DC-13) or be subject to the venom. This causes a hor-_ 


erupts into flame, causing 3d6 points of fire damage to all “oy . 
adjacent creatures, Undead, constructs, and other creatures = 
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The sia iat is scald to bei from the Elemental 
y Plane of Water. In truth, these cruel and sadistic creatures 
*s come from some unnatned and infinitely huge bogiand on 
same dark plane in the Abyss. In this lightless, stinking realm, 
ihese monsters are the undisputed lords and rule vast 
a ires of slaves kidnapped from orher realms and forced to 
‘Serve as laborers, food, or worse, The orlythys enjoys trav- 
<eling fo the Elemental Plane of Water to hunt and enslave 
water elementals. 
~~ An orlythys encountered on the Prime Material Plane is 
“almost always an exile, often having fled its home plane to 
al persecution by its superiors for some transgression. A 
few actually prefer the limited boglands of rhe Prime 
- Materia Plane to the limitless fens of their home plane. |n 
- ath cases, a Prime Material orlythys tries to establish a 
eu Be Stony of water elemental slaves as quickly as possible 
before attempting to make contact with nearby intelligent 
Be Sallesndts Such contact almost always leads to open worfare, 
F as. the orlythys usually attempts to enslave or consume those 
a it encounters during its wanderings. 
ee An orlythys's body consists of a roughly serene mass 
of tendrils, tentacles, and sensory organs. |t possesses 
muscular humanoid arms with large webbed talons, ses it can 
swim quite rapidly with its twin lobster—like tails. On land, an 
orlythys walks about using its two arms as legs. 
The orlythys communicates telepathically. Eb sible it pos 
sesses No mouth, it understands the Aquan language. Some 
understand Common as well, 


Siti, a 

An orlythys prefers to fight while submerged. On land, they 
can rest oh thel two tals to free thet arms to slash at ene- 
mies. The orlythys usually tries to send any enslaved water 
elementals against enemies, allowing it fa use i!s spell-like 
abilities or dehydration ray. A wounded orlythys often tries 
to bargain for its life by pledging its services, Adventurers 
would be wise to mistrust such offers, for an orlythys invari- 
ably turns on a captor at the first opportunity. 

Spell-Like Abilities (Sp): At will-creare warer, detect magic, 
faerie fire, cause fear, soften earth and stone, grease: 
3/day—dispel magic, gaseous farm, control water, solid (Og 
fear, i/day—summeon nature's aly V lelementals only), trans 
muta rock to mud, horrid wilting. These abilities are as the 
spells cast by a 6th-level sorcerer (save DC 13 + spell level). 

Dehydration Ray (Su): Once every 6 rounds, the 
orlythys can shoot a pale blue beam al any living creature 
within 36 feet. This is a move-equivalant action and requires 
a successful ranged touch attack. A victim hit by the ray 
must make a Fortitude save (DC 16) or take 16 points of 
lemporary Constitution damage as water is drawn out of the 
victim- and rransmitted along the beam into the orlythys's 
body where it is stored in a specialized stomach-like organ 
called an #isac. An orlythys can only hold up to to points of 
drained Constitution in this manner at a time. 

awn Water Elemental (Su): An orlythys that has io 
points  Constinaticn.stored in its ilisac can spawn a 
, spawned water Jemental is iputomatically sa aes th its 
creator, and this coufttS against the three times per-day limit 
thar an can enslave an elemental (see Enslave 
a. below), The spawned elemental attacks on the next 


il 
aiass 
initiative of the orlythys. Searing an elemental in this mane 4 
ner completely depletes the stored Constitution points held in aa 
the orlythys's ilisac. 

Enslave Elemental (Su): Three times a day, an orlythys 
can attempt to enslave any elemental Within 30 feet. The 
target must succeed at a Will saving throw (DC 16), or be 
affected as though by a dominate monster spell cast by a 
zoth-level sorcerer, 

Fog Cloud (Su): Gnce every 10 minutes, the orlythys can a 
emit dense clouds of moist fog as a free action. This fog sur- - 
rounds the creature entirely, affording it hal? concealment 
(20% miss chance) and fire resistance 5. This fog cloud per- 
sists for iio rounds before dissipating, A moderate wind (11+ 
mph) disperses the fog in 4 rounds; a strong wind (21+ mph) 
disperses the fog in 1 round, 

Orlythys Characters: An orlythys's favored class is druid: 
most orlythys leaders are druids or druid, fighters. Wizards, 
sorcerers, fighters, and rangers are also common among 
their kind; they do nor have clerics, as they look to their 
druidic leaders for spiritual guidance. 


TRALUSK 

Large Aberration (Earth) 

Hit Dice: er (76 hp) 
Initiative: 

Speed: ic ft., climb go ft. 
AC: 21 (-1 siza, +12 natural) 


Attacks: Bite +10 melee, 6 claws +5 melee plus” 
poison 
Damage: Bite 2dG+7, Claw id6+2 
Face/ Reach: 6 fr. by 10 fr./s Fr H 
Special Attacks: Poison, shattering shriek, control stone” 
Special Qualities: © Damage reduction 5/—, darkvision 120 
fr., meld into stone 
Saves: Fort +7. Ref +3, Will +6 
Abilities: Str 20, Dex 10, Con 18, Int 16, Wis 10, 
Cha 18 
Skills: Climb +23, Intuit Direction +9, Listen +1, 
Perform (tralusk song) 416 
Feats: Multiattack, Power Attack, Run, Skill 
Focus (perform) 
Climate/Terrain: = Any underground (Underdark) 
Organization: Solitary 
Challenge Rating: 7 
Treasure: Standard 
Alignment: Usually neutral evil 
Advancement Range::0-24 HD (Huge), 25-27 HD 
(Gargantuan) 


The tralusk is a truly horrible and bizarre-looking creature. 
The closest parallel in the natural world is a scorpion, 
although even then the resemblance is only superficial. The 
body ofa tralusk Is wide but flat and plated with thick scales 
af obsidian. It moves about with the aid of dozens of long 
spidery legs that end in crystal claws that can pierce stone. 
Between each leg is a blue crystalline eye on a short reticu- 
lated stalk. The front of the creature is a nest of six long 
claws mounted on thick segmented arms. The creature's 
“tail” is in fact a long stalk of flexible black stone that ends 
m a huge lamprey-like mouth surrounded by five hooked 
starfish-like arms. 
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The tralusk is closely connected with the element of earth- 
so clasely, in fact, that many adventurers and explorers are 

ick 10 classity fas an elemental, Int uth, these® crearures 
are natives to the Prime Material Plane, They might once 
have been natives of the Elemental Plane of Earth, burt if they 
were, they have long since adapted to life here, where they 
are challenged by few offer crearures. 

Despite their decidedly alien appearance, Ihe fralusk is 
quite intelligent. They are great apprecialors of music, and an 
accomplished bard can sometimes placate an angry tralusk 
with a particularly impressive song. Placating a tralusk in this 
Manner generally reguires the bard to make a Pertorm check 
opposed by the tralusk’s own Perform check Tralusk songs 
are eerie and haunting, and they are often mistaken for wind 
blowing over hollows in desolate badlands. Through these 
songs, tralusks communicate with one another. Alrhough they 
can ‘understand Common, they lack the organs lo mimic 
human speech. 

Their love of beautiful music is matched only by their cru- 
elty. A tralusk is fond of imprisoning intelligent creatures 
almast completely in stone, leaving only the head exposed so 
the victim can listen to the tralusk’s songs. Tralusk songs ito 
those who can understand the language) are invariably about 
acts of violence and rage against ofher creatures lralusks 
have been known to raid fowns simply to kidnap audience 
members for their lair. Invariably, these “audiences” are poi 
Soned and eaten, 


ae . , . 
S Pulp. 2s 
r 


Tralusks subsist on fossilized 
organic matter. While they can con 
sume natural fossils, they usually 
gain nutrition by poisoning living 
creatures with their claws. 


COMBA! 

A tralusk invariably begins singing 
during combat. While this is unset- 
ting to most listeners, if does noi 
otherwise affect the fight. Tralusks 
are fond of grandiose moves in 
combat and almost always uses the 
Power Attack feat to make tmeir 
attacks more impressive and 


Lain) ui 
/ Poison (Suh: A tralusk’s 
claws drip a thick Muid that 
resembles mud. [his Tluid is in 
fact a potent poison. Any crea- 
ture struck by a tralusk's claw 
must make a Fortitude saving thirty 
(DC 18) or take 1 point of permanent 
Dexterity drain as their body slowly 
begins to stiffen. Anyone drained to o 
Dexterity in this manner becomes 
completely fossilized. A stone fo flesh 
spell can restore thé victim, 
Shattering Shriek (Su): Once every 5 
rounds, a tralusk can emit an ear-piercing 
shriek as an attack. This shriek creates a beam of 

sonic energy that the creature can direc! al any single 
target within Go feet; the tralusk must hit with a ranged 
touch attack, substituting a perform check for the attack roll 
if successt ul, the wictim sulfers iat DoOInts of subdual dam 
age and must make a Fortitude saving throw (DC iB) or be 
stunned for 16 rounds, 

Alternatively, the tralusk can attempt to shatter an object 
with this shriek. Ir automatically hits, bul if must mane a 
Perform check (DC equals the object’s Break DC as listed on 
page 136 of the Players Hanabook) 

Contro! Stone (Su): Once a day, the tralusk can control 
stone by intoning a low rumbling song that almost SOUNCS liKe 
an earthquake. This is a full-round action for the tralusk. Ihe 
tralusk must make a Perform check; the magnitude of control 
depends on the result. The tralusk can choose to duplicate 
any spell effect on the table below depending on the result of 
its Perform check as if cast by a oth-level sorcerer 


Spell Effect Perform check 


Soften earth and stone ” 
Sfone shape 23 
Spike Sones af 
lransmute rock #o mud 3 
lransmute mud to roce =f 
Wall af stone 10 
Kepe! metal or stone 23 


Earnniguace 5 


Meld Into Stone (Sp): Three times a day 2 traiusk can mend 
into stone as the spell cast by a gth-level sorcerer QO 
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| Reading Minds Made Easy | 


having your ears on ff 


Though the Istitude's rather uncartaln, 

And the longitude dkewise is vagive, 

Still the people | piry whe know nor fhe City. 
—William Prowse, The City of Prague 


Under Bohemia’s turbulent rulers, 
Prague took on its character of conspir- 
acy and eccentricity—and of religious 
turmoil. In 935, “good king Wenceslas” 
(later St. Wenceslas) was murdered by 


Prague's 60,000 people live packed into 
a little more than one and a half square 
miles divided into four towns and the 
Hradcany, the imperial district, The 
Hradcany for Radsehin, in German) sits 


oe his brother Boleslav. Later, bad king at the top of a high crag overlooking the 
___# | Even 450 years before Franz Kafka Wenceslaus (V tortured St. John Vitava (or Moldau, in German) River. 

| 4 | wrote his novels of paranoia, Prague Nepomuk of the Miraculous Tongue and ‘The centerpieces of the Hradcany are the 
iC E+ was acity of mystery, of ominous threw him off the Charles Bridge in imperial palace and the Cathedral of St. 

/ | | atmosphere, of conspiracies and fog. At 1393. Shortly thereafter, the Hussite Vitus. North of the castle proper sit 

| aa the end of the sixteenth century, this War broke out aver the reforms of small houses belonging to court figures, 
|) | | “city of a hundred spires” was the Bohemian preacher Jan Huss, and even or rented from court figures at exorbi- 

) | | crowded center of all things magical after the moderate Hussite “Utraquists” —tanr rates by those who wish to remain 
-— fF | and mysterious in Europe. Prague has _ allied themselves to the Catholics in near the Emperor for whatever reason. 

| ~ 1} room for a mad emperor, corrupt 1434, religious revolts stirred the city. The fact that the Hradcany, as imperial 
|_| | alchemists, visionary painters, 2 fear- ‘Finally, in 1547, the Emperor Ferdinand | — property. is not subject to the same laws 
-— E | some Golem, sorcerous dwarves, and Hapsburg burned much of Prague to the as the rest of Bohemia also makes it 

1. -f| some say Satan himself—surely it can ground and enforced religious peace attractive fo entrepreneurs. 

| = | hold your adventurers as well and Catholic supremacy. Even under Below the Hradcany, down a narrow 


i 3 the more tolerant (although considerably set of stairs, lies the Little, or Lesser, 
. §&) HISTORY less efficient) Rudolf Il, the towns of Town, Here the artisans, printers, book- 
| | How Prague came to be depends on Prague have not regained their ancient —binders, and courtiers who cannot oe 
ee -| whom you ask, IF you ask the Czech rights and charters, and the Hapsburg afford richer quarters dwell, especially 
E- i | woodcutters and laborers, jt was built troops in the city regard its people — the stonemasons, bricklayers, and artists 
ae Y : on the site where the ancient prophel- — (with justifiable suspicion) as a den of of lralian Lane, This streer zigzags : 
| E | ess Lubossa met the shepherd-king crazy heretics. through the Maliese Square (where the 
| Premys! cutting a threshold for a new Knights of Malta have their comman- 
} | house. If you ask the German nobles i fove wondrous Prague. which is as unique dery) and across the “Devil's Siream” 
| | and burghers, Prague was one of the and enchanting as its melancholy king. tery -work 
_ E | many fortresses of the son of Hercules, Believe me, this gloomy city plants a glow of Karine Island, North of Italian Lane is 
 — | King Boher, who gave his name not madness in the brain of those who make it Bridge Street, which leads to the grand 
| only to Bohemia but also Bavaria. If thelr own, ... So much energy, 50 much Charles Bridge across the Vilava, and 
- | you ask the Jewish merchants and magnetism of occult forces, is concentrated — thence to the Old Town, where if 


| craftsmen, refugee Jews fleeing Rome 
>| after the destruction of the Temple 
-| founded Prague. 


there that experiments winch fal elsewhere 
will cuccead mere. 
—Jiri Karasek, Kral Rudolf 


becomes Charles Street. The Old Town 
holds the rich burghers and townsmen, 
both Czech and German, The bekers’ 


rue vour Comrade 


rod as of 15095 Charect rer lewels are sap estons, and you shoud Change nem to 


E i 1 
Le . : | 
q ani é 
ee i, 5 y — 
calla Ry 
eee) 1 
ie a | : ‘ — , 
' ry 7 1-{ r ry rl 
ms Pa | hail = | 
' - i 
f fa 
ere | 


B | Tycho Brahe. bor L 5.46) ccwere Kelley: iborn ‘hari Ki F (born i471) Philipp Long + Langentelsu 
a i. fithe-lewe! Exper 5 ew | Rega iey’ athe fend-tevel (born 1560 7) 
| : a canals en cal Ei. anaes jath4evel Rem 


eres Tag wai et he a a | ‘TT no 
| reer ao nae ne a 


eon 


night rey yh sl , wer 
“es ree sehen gtr thd Dee 
Tower for the last six years), 


ysticetetad lida ata ll 


agit eer 


bia 


& 
2 


DWARVI S | 
nad 


IN P ~oague 


hundreds of dwarves (4 rian , gnomes, sit hu iA ie 


rs Cats Tibet aici al 


performers, but some = phar the fascinating magical artifacts stored in Rudolf's 
fabled Chamber of Wonders, hidden away in the maze of the Palace where only he can find 


it, The : 
tables 


ies in Prague all soem to have dwarven assistants who can hide under conference 
sneak through the pslace sewers to steal manuscripts. Many of Prague's natables 


alsa have dwarves in their service, Tycho Brahe has a dwarven servant named Jeppe, and 


the prominent Jewish mon 


der and philanthropest 


t Mordecai Maisl, mayor of the Jewish 


Quarter, remains wealthy thanks to the eters (and the magi of two dwarves Prague's 
rush of miners, elchemists, and jewelers has also no doubt attract . 


Europe's premier magical crafismen. 


way, Celema Street, runs from the Old 
Town Square (home of the famous 
clock} to the Old Town Gate on the 
cily’s east wall, By day a bustling 
thorouphtare, hy night Celetna Street 
hosts many of the city’s ghosts, most 
notably a butcher with a fiery axe and a 
phantom prostitute. South of Celema 
Street, Prague's University, the 
Carolinium (named, like the Bridge, for 
the beloved Emperor Charles |) and 
its students dominate the eastern 
portion of Oki Town. 

North of rhe Old Town, the Jewish 
Quarter crams thousands of families 
into 3 narrow, walled phetta between 
Old Town Square and the curve of the 
Vitava. In addition 16 numerous syna- 
gogues and kosher butchers, many of 
the cily’s Christian criminals—especially 
brothels, gaming-houses, and illicit tav- 
_erns—do business in the unpoliced 
Ghetto. On the other side of the Old 
Town from the Jewish Quarter, New 
_ Town sprawls away to the south. 

Charles IV founded New Town in 1348 
as the marke! district, and it is still 
occupied by tradesmen such as black- 
smiths, wheelwrights, and brewers. The 
Hay Market on the northeast side, the 
Cattle Markel on the south side, and the 
Horse Market between them define the 
local peoeraphy even more than do the 
parish churches. Fancier shops, Italian 
luxuries merchants, and counting- 
houses crowd into the Golden Cross 
district, where the Horse Marker abuts 
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Rudoll 1 King of Boherméa and 
te dl Roman Lnperer ‘bor 


Robi Yebudah Loew ben Bezalel 


Baran Hermann Crristin 
vor a Rosswurm Gorn iain 


the Prince's Street along the south edge 
of the Od Town. Along the river are 
the docks, where raftsmen, fishermen, 
loggers, and tanners work and live 
among enormous piles of raw timber. 
Throughout New Town, many gardens 
and vineyards provide both food and 
calm to the hardworking inhabitants. 


ADVENTURE IDEAS 
Prag wets always 2 city of aclverturers . . - 
and for centurfes if was @ cowe for pitiless 
adventurers. [hey cama in droves from the 
four corners of the earth ta plunder, mabe 
merry, and ford if over the natives. 

—Milos Marten, Mad Mesrem 


Any adventurer, it seems, can get the 
ear of the emperor with a bribe in the 
right place and a good enough story. 
Getting the gold for the bribe—and 
knowing whom to suborn with it—might 
be a story in itself, in fact. Here are a 
few story hooks for adventuring in 
haunted Prague: 

« Ambassadors and other dignitaries 
and nobles awailing an audience with 
Emperor Rudolf remain at the mercy of 
his melancholic mood swings. Even 
knowing whom to bribe can get you 
only so far; everyone who is anyone al 
court winds up waiting for the Emperor 
in the high, vaulted Vladislav Hall in the 
imperial palace. In this bustling gallery, 
deals of all kinds are forged and 
broken—alchemists find patrons, spies 
find secrets, and wandering adventurers 


" 2) 


might find jobs, A group of characters 
new to Prague can begin in Vladislav 


Hell Apo of experienced £8 GUE 


‘a 


drop in here and see if anyone's hiring. | 

« Word whips through Prague's 
underworkd—Faust is back! Or, more 
correctly, his ehost is back from Hell, 
Everyone from bishops to sorcerers 
wants To know what his plans are and 
what he's learned—the PCs might be just 
the sort fo nose around the cemeteries 
looking for spectral gossip and the ghost 
of Europes greatest necromancer. 

+ Edward Kelley sald the Emperor a 
coded Manuscript written in an 
unknown language—it might contain 
wizardly secrets, the lore of the angels, 
or heretical blasphemies. The 
Manuscript remains immured in 
Rudolf's hidden Chamber of Wonders 
somewhere in the Palace, but spies and 
scholars have smuggled partial copies 
out. Sages, heretical culls, and magi- 
cians alike will pay Sood money for the 
first complete, decoded reconstruction, 
To assemble it, the PCs might have to 
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break into every library in Prague from | 


the enormous Strahov monastery on 


the west edge of the Hradcany to Rabbi a 


Loew's attic stuffed with Syriac texts. 
The PCs will have to dodge nor only the 


Prague thieves and Lang's robber bands i 


but also the Church's inquisitors—and 
the Rabhi’s Golem. 

« During the Hussite Wars two cen- 
turies ago, the blind genius Zizka built 
War Machines—powerful siege engines 
(even cannons) mounted on armored 
carts. Lang's bandits, and even 
Rosswurm's cavalry, have seen a War 
Machine rolling through the royal hunt- 


ing grounds on White Mountain west of 


the city. ls this infernal device built by 
one of the Emperors mad geniuses? Is 
it the first scout of an army of Hussite 
ghosts, or of kabold miners planning a 
revall? Could it be where the pieces of 
clockwork machinery Lang steals from 
the Chamber of Wonders and sells to 
unknown parties wind up? 


Zuckerbastl (oorn is 70?) 


Re: 81 


“atlovel Rog 


| Aristoc dtev ‘Et: A rapidly-rising Figure in the well- 7 
Marshal-G sval Wiz organized Prague thieves’ pull, i 
attetiel Moped ide at Stolasadelis eiplcioen, aad a. Zuckerbastt (or “Sugar-Cake” from he fy 
Baran vor wegen iperts possibly mad, Hudolf has turned wel-known sweet tooth) already runs | 
dels, This rakes him a questionable since Ni coronation in 1 1576, His tab trict. \agaried alltel Siclap bia iy 
figure ar court, and his expensive erance af Jews and P ane! Thieves in Prague by the time he's go, Fa 
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gichemists and spies. However, his laboratories hawe led some to suspect © something to say about that. : 
leyalty to the Emperor is gemuine. that he is pessessed by a demon ra 
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LOCATIONS 
Charles Square: The great Cattle Market in this 
New Town square also contains many other 
stalls and shops along its fringes selling everything 


from coal to alchemical medicines to pickled herring. 


The Slavonic Monastery on the square’s southwest 
| er currently holds a dissident Hussite order; on 
™ 4 — the north end, the first Hussite rebels threw the 
| Li | Catholic town council out of the windows of the 
New Town Hall in 1419 and killed them in the mar- 
. hoe below. Their ehosts still haunt the Hussite 
i Seb the Square's center, and beneath it stories 
tt aaa: of miles of crypts, passageways, and for- 
“| _fure chambers running all the way to the Monastery 
| | of the Knights of the Cross near the bridge on 
Charles Street in Old Town. 


Faust House: One of the most unsavory loca- 
tions in Prague, this small three-story house on 
fi, ‘the south side of Charles Square belongs to Edward 
J . Here, when he is not imprisoned by the 
/fregoree, he conducts his alchemical (and necro- 
| mantic, whisper the neighbors) researches. The dia 
// belt Faust Feputedly stayed here in the amt 


| Wes = _ Sathe house at dark hours supposediy emenates from 


Se Cubalihdls ola salt ced fo time. 


~Goldmaker’s Street: This narrow, short lane 
runs between the two prison towers of 
® ehiradcony) the Dalbor Tower on the east and the 
’ White Tower on the west. Tiny, cramped houses jam 
yp length, home to Rudolf's guardsmen and to the 
Po; f/ alchemists and goldsmiths from which the street 
a fs Pe takes it name, Many of the achrawests also dwell in 
the Vikarska Street around St. 's, between 
St. Vitus’s and the Gunsmith Tower. Should they 
sy “prove to be frauds, they can be easily slung into the 


| — 4 r er 
; 5 4 4 “s F = 
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Petrin: On the southwest border of the Lesser 

Town, Petrin Hill rises gfo feet above the city. 
Sh Once a pagan temple for human sacrifices to the 
“shorm god Petrunas, the Church of St. Lawrence 
sia sits on the hill’s east slope. Around the hill to the 

) f= 3outh and west runs the Hunger Wall, built in 160 

: _by Charles IV to provide employment for the poor 


ae links the Hunger Wall to the Hradcany fortifications 
on the north. Within the enclosure, torests, vine- 
»_ yards, and orchards run from the Hunger Wall 
around the summer palaces of the rich merchants 
and nobles, and all the way up to the Lesser 
a \ _ Town's shops. 


cy Charles Bridge: The fortified commandery of 
the Knights of Malta guards the Judith Tower 
on the west (Lesser Town) end of Peter Parler's 
mater pees, the only bridge across the Vitava in 
the city. It runs 1,700 feet over fifteen arches to the 
Old Town Bridge Tower, also designed by Parler in 


1997; four carriages can cross it abreast. On the 


roof over the tower's second floor, Parler inscribed | 


Latin palindromes to entrap demons. Against more 
mortal foes, the Knights of the Crass commandery 
holds the east end. 


Church of Tyn: This magnificent Gothic struc- 

ture on the east side of Old Town Square is the 
central church of the Hussites of Prague. The 
Utraquist symbol, a golden chalice, gleams from the 
facade above the main doors. Like any church, it 
also serves as a meeting place, hiring hall, and mar- 
ket, Unlike the Cathedral of St. Vitus in the 
Hradcany, it is not haunted. 


Old Town Hall Clock: After Master Clockmaker . 


Hanus of Ruze built this magnificent limepiece 
in 1490, the Old Town councilors blinded him so that 


he could not build a finer one for any other city. In 


a rage, he climbed the tower, stopped the clock, and 
swore thar the next time its hands stopped, the 
world would end, It was not until 1572 thar the city — 
dared to restart it, after twenty years of repairs by 
the engineer Jan Taborsky. Its many hands point fo 
three kinds of time (Roman, Old Bohemian, and 
Babylonian), depict the journey of the sun and moon 
around the earth, and indicate the motion of hath 
bodies through the twelve signs of the zodiac. A 
revolving dial below the clock tells the day and 
month. Many ornate figures adorn the clock, which 
cunningly move of themselves every hour, At first, 
Death pulls on a metal chain and inverts his hour- 
glass. Two windows then open, and the Twelve 
Apostles (with Paul in place of Judas) emerge led by 
St. Peter, moving along their track. At the end of — 
this procession, a cock crows and the clock chimes 
the hour. Looking on, a Turk shakes his head and 
lears while Greed weighs his moneybap and Vanity 
admires himself in the mirror, 


 Sedlec Ossuary;: A little over forty miles east 
of Prague is the silver-mining town of Kutna 

Hora. Its first glory came in the late 1200s, and with | 
the discovery of new mining and smelting tech- 
niques, the boom times are back. Near Kutna Hora 
is the little Cistercian church of Sediec. Its abbot, 
Brother Heinrich, returned from pilgrimage to 
Jerusalem in 1278 with a large pot of “Holy Soil” 
supposedly fram Golgatha, the hill of Christ's cruci- 
fixion, which he spread over the Sedlec cemetery. 
To be buried in the “holy sail of Sedlec” quested 
immediaré admission ro Heaven—by 1318 over 
go,000 bodies lay beneath the sacred ground. In 
Sn, to make room far an influx of new customers 
as Kuta Hora again pained population, the monks 
of Sedlec exhumed the thousands of bodies and 
placed the bones in an ossuary in All Saints’ Chapel. 
This i5th-cenrury structure now advertises its 
macabre role with skull and crossbones ornaments 


atop the steeples rather than conventional crosses. ya 
| is 
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‘BY JULIA MARTIN. cr ” RIC HADDOCK eb LUSTRATE 


with just multiclassing and teat choice. Some of the 

were such a grab bag of capabilities that it is difficult to 
see their core theme. Want to have some of those eclectic 
abilities and refocus your cleric on the driving themes of his 
deity? Then you probably wan! to enter into a presti¢e class. 
Here is one to take the place of Seline’s specialty priests, 
ihe silverstars. 


Si af the old specialty priests are poorly translated 


SELONE: SILVERSTARS 

Silverstars are dedicared advocates of freedom and foler- 
ance, wanderers on the path of truth. and absolute foes of 
Shar, They seek to build harmony among lycanthropes and 
nonshapechangers, and they protect the weak and the 


DD BY MATT WILSON 


oppressed everywhere. They cannot abide slavery, and they 
hate most undead, They rarely settle in one place for long, 
instead moving along when seized by wanderlust or enticed 
by a new cause or mission. Sometimes they receive visions 
and are seen as somewhat “touched” with prophecy by their 
closeness to the Moonmaiden. They deal with lunar energies 
and phenomena and are, 16 a limited degree, able to wield the 
power of the moon, bninging its fierce, pure white light to 
Toril to advance the goddess s wishes. 

Clerics most often become silverstars; rangers are a less 
common choice, Selune demands an individualistic outlook on 
life that is incompatible with the lawful nature of paladins and 
monks, and her passionately good and chaotic nature leaves 
litte room for tne balance a druid requires. 


Mo ean ae +0 +2 Moon spells 

1 Serco +1 +3 +0 +2 Lunar sight 

ord +2 43 +1 +3 Moon's hand +1 

(ath eS +1 +4 Tears of Se 

| 5th en 99%), ote + Th a +g Prophet's sight 1/day 
Bish +4 5 +5 ; +e +6 SelUnite lycanthrope 
att” o8 ge a Ae Moonshield 

Ath +h #6 ae +f Prophet's sight 2/day 
Sith 3B... aBe ae +6 Tears of Seldne 2/day, 
ess a Bee ‘moon's hand +2 © 

| oth sg Aas, Sea om ec Moomire. 
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+1 level of existing ent Be 
_vvlevel of existing class 
+i level of existing class 2. 
+t level of existing class Se oO 
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Class Features 
All of the following are features of the 
silverstar prestice class. 

Weapon and Armor Proficiency: 
Silverstars are proficient with 
all simple weapons, all types of armor, 
and with shields. Selane’s favored 
weapon is the heavy mace, which sil 
verstars refer to as the moons hand. 

Spellcasting: A silverstar continues 
training in magic. Thus, when a new sil- 
verstar level is gained, the character 
geains new spells per day as if she had 
also gained a level in a divine spellcast- 
ing class she belonged 10 before she 
added the prestige class. She does not, 
however, gain any other benefit a char- 
acter of that class would have gained 
(improved chance of controlling or 
rebuking undead, additional tavored 
enemies, and so on}, This essentially 
means that she adds the level of 
silverstar to the level of some other 
spellcasting class the character has, 
then determines spells per day and 
caster level accordingly. 

Moon Spells: A silversiar can pray 
for and receive any Moon domain 
spell as if it were on her divine spell 
list. The spell uses a spell slot of a level 
equal to its level in the Moon damain 
list. For instance, a cleric/silverstar 
could pray for moonblade as a yrd-level 
cleric spell, and a ranger/silverstar 
could pray for moopbéam as @ 
2nid-level ranger spell. 

Lunar Sighr: Silverstars have 
law-light vision. This is.an extraord|- 
nary ability. 

Moon's Hand: When a silverstar 
wields a heavy mace, she negates dam- 
age reduction in creatures she aliacks 
. cas if it were a +2 weapon, Ar gth level, 
. i fegates damage reduction as if her 


 ¢ heavy mace were a +3 weapon. If the 


maces bonus ts greater than the effect 
of this class ability, use the mace’s 
bonus to determine whether camage 
“reduction is hegated, 

_ Feats of Seidne: A silverstar can 
project small balls of luminescent lunar 
energy from her eyes as a dence 
/ fights spell (torches or will-o'-wisps 
only) cast by a wizard of her level. Ar 
gth level, this ability can be used twice 
per day. Activating this ability is a stan- 
dard action. This is a spell-like ability. 

Prophet's Sight: A silverstar is able 
to see as if under the effect of a true 
seeing spell cast by a cleric of her 
lavel At Sth level, this ability can be 


CLASS REQUIREMENTS 


To qualify to become a silverstar, 
—a character must fulfill all the © 
| following criteria: 


| Patron Deiry: Sekine 
| Alignment: Chaotic Good — 
Base Attack Bonus: +4 
Spellcasting: Ability to cast 2nd- | 
level divine spells, Clerics who | 
wish fo become silverstars must — 
have access to the Maon domain. 
| Intuit Direction: 2 ranks 

| Sense Motive: 2 ranks 
Feats: Bhind-Fight, Dodge, 
Mobility, Spring Attack 


used twice per day, Activating 
this ability is a standard 
action. This is a supernatu- 
ral ability, 

Selimite Lycanthrope: 
Silverstars who contract 
any form of lycanthropy 
are treated as natural lycan- 
thropes. Their rype becomes 
shapechanger, and they can 
select the Improved Control 
Shape feat (see the 
Monster Manual, page 
218) or the Scent ahility 
as a feat (see the 
Monster Manual, page 
10) at any point that 
they can select a new 
teat. Silverstars do not 
change alignment due to ie 
contracting lycanthropy 
and are aware of their . 
actions while m an 
mal or hybrid form. 

Moonshield: The 
silverstar gains — 

a +1 bonus to saves 
against Enchantment, 


CLASS SKILLS 
lusion, and 


: Skill Points at Each Level: 2 + Int modifier 
Necromancy spells 
and effects, and | The silverstar’s class skills a 
spells and effects Ss ae rR 
with the Darkness 
descriptor. This 
is a Supernatural 
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_ Lost places, Familiar haunts, ands emange® sites in the lands of Fasran, ye 


A eres chamber enclosed in metal, in a welded cage shaped tks 
Pigantic warrior's gauntlet of interwoven spears and bars overlaid 
_ with rusting shields. The thumb and forefinger frama the oval entry 
arch, Upperworks are watertight, bur there are chinks in side-walls; 


Meaitily continuous  Fagstone floor. 


ry : 
‘ at | 
- ee ap = J 
t " 4’ 
+ heal 
ie ad 7 
a ® 


F Many eolt for i re of offermgs 
B weapons) 2-Foor-long lengths of wire 

© provided for hanging weapons nor 
intended for suspension (to teke away 
wire without paying with 3 weapon is a 
sin punishable by blood loss at the hands | 
of the faithful of the pp ek ; 


welded tor athe | 
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Flagstone trapdoor, 
20-foot shaft 
(wooden pole-and- 
crosspiece ladder) 
to chambers below. 
Guardian swords 
await non-faithful LP ee 3: Sree 
intruders partway | es V+ Sa ae 
down the shat. es em, RE RON 
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he eastern side of the High Road south of Neverwinter is lined by many wooded dells. 
Some of them are sinkholes. some abandoned quarries, and some of unknown origin— 
but all are ideal camping-places in harsh weather. One that has felt far fewer firewood 
seeking axes than most has been made into a wayside shrine to Tempus. — Poe 
Visitors will see a lone dome-like chamber made of used armor and weaponry welded together 
in the shape of a gigantic gauntlet or armored hand. The structure encloses a glowing altar fash- 
ioned of shields, which is supported by a network of interlaced swords upon a flagstone ficor, The 
place provides spare accommodations, but it is available for a day and night to all who make 
offerings of weapons, and it often provides vital protection against pursuing brigands or 
wolves, for no one can draw blood within the sanctified area of the shrine, save ina rit- 
ual dedicated to Tempus, without awakening the seven animated blades that guard the 
shrine. Any priest of Tempus within sigh! of the shrine. can mentally command the. 


blades to strike in accordance with his or her will (as a free action, but the char ez : 


acter can only select targets for the blades, not contro! them otherwise}. | 
Intruders who find the concealed flagstone trapdoor and try to descends fe 

the shaft beneath it into the rooms reserved for clergy of Tempus and ~ 
their guests also face attack by the blades, If they try to take ee so5 

from the underground armory without uttering the proper pass- 

plifise, they'll suffer arrack from the helmed horror waiting there, 

Only a priest of Tempus can call off these guardians once they 


are activated, bur rhe horrors do not Bey pik outside | 


the temple's holy ground. 
The Shrine of Swords was established 5s0me twenty 


. summers ago by several wandering priests of fhe 
yA wartall array of well-viled, sharp Dp eg Wargod. and it has been expanded since then and Is 
b, weapons available to alll Faithful at lO et Bag! ape often both restocked with weapons and ss of 
Ze Tempus. Some unusual wee ae ee 2 offerings by needy clergy, 

Without revealing rituals to unbelievers, ' can 


arn 8 as caltro 5 ae len ths, of ae . ; ee a 2 ag 4 
‘ ny bar ? * ee” be said that the shrine exists as 8 stopover place: 
. for all fairhful of Tempus, and Its altar allows 
for the full range of normal— that is, non-bar- 


yf flefield and mon- ing devotions 
te glaives 7 ” "ae et ae ee such as vigils, weapon consecrations. 
sao battleaxes 6 prayers for guidance, "honor woundings,” 
Side “40 gree Billed in eg “i ae and daily offerings and reverences. 
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ee PASS-PHRASES _ 
ss The underground areas are reserved 
for the use of clerics of Tempus and 


those who accompany them, and the 
puardians are governed by the follow- 
ing pass-phrases that must be uttered 
while touching either a metal weapon 


or the buckle or fastening of a piece of 


armor. Priests of Tempus and those in 
physical contact with them need not 
use the pass-phrases. 


- The password to pass the blades in 


the shatt when going down is, 
“Bright blades forfend.” Upward 
travel is harmless unless the 
helmed horror is active, where- 
upon this pass-phrase must be 
used to avoid attack, 


« To cpen the armory door fram the 


well chamber side without activat- 
ing the helmed horrer one must 
say, For the sharpest need.’ 


« Any weapon taken from the 
armory past the helmed horror 
will awaken it unless the words 
“Tempus arms me true” are 


| The following phrases work only if 


“uttered by clergy of Tempus: 


« To halt any guardian: “Mercy 
behind the blade” 


+ To return any guardian to its for- 
mer position (after halting ir; this 
phrase has no effect on an active 
guardian): “Vigilance before all.” 


The faith of the Wargod Is is not my expert- 
_ ise, and Mystra. “Wei, not upon those who 
cut down any who | s knowledge of 

& the arcane, or an sptitude for magic. Yet | 


sii can say ct. igh ot ff such as 
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hare are rharey more local and guild 
~ symbols, often deliberately cryptic, but 
these listed are universally understood, To 
_ falsely | label a potion vial is a serious crime 
against guild law, Thayan trade rules, and 
- MageFair protocol; the usual punishment is 
to be magically forced into another shape 
_ for a ser amounr of time (usually not less 


THE WILL OF THE WARGOD 
Some powers of the shrine are extended 
ro non-believers only if they make an 
offering of either a weapon or blood shed 
in batthe (usually a vial of such blood, but 
bloodstains are acceptable if the garment 
is left on the altar, whereupon it, like a 
weapon offering, will silently tade away 
before the power takes effect). These 
powers come without price to the faithful 
of Tempus. 


« The faithful of Tempus or a person 
who made an offering gains the 
effect of a nine of warmth throughout 
the sanctified area (includes under- 
pround areas). 


« A weapon touched to the altar by a 
creature who wills it not 10 be given 
as an offering but rather to know 
more abourt it, will emit visions— 
scenes that appear above the altar, 
and remain frozen there, in three 
dimensions, for some minutes—first of 
its most recent use to draw blood, 

and then one of its most important or 
bloody uses. 

If the weapon has an alignment, 
sentience, inherent magic, or tempo- 
rary enchantments, all of these things 
will be made known to the being hold- 
ing the weapon. The Shrine also 
reveals if such weapon properties 
have recently changed (for example, 
if a permanent or temporary enchant- 
ment have recently been applied). 


* A poisoned weapon will be purged of 
such faints instantly upon contact 
with the allar (this power causes the 
altar to emit a deep, bell-like tone). O 


POWERS of the 
HOLY GROUND 


Within the sanctified area of the 
shrine, where the will of Tempus 
is strong, certain properties 
pertain. Some of these are 
secrats of the faith, but others 
have become known over the 
years, including: 


wounds heel (naturally) at 
ouble the norma! rate 


all heelmg magic restores 
twice the usual hit point! total 
when applied to wounds made 
by manulactured weapons 
(not claws, fangs, or other 
such natural weaponry) 


weapons make no sound when 
struck or striking objects 


no weapon can be broken 


> enchanted armor and 


weapons can be mended with 
a good chance (governed by 
the will of Tempus on s case 
by=case basis) that their 
properties will survive or be 
restared 


no metal will rust 


no guardian blade can be 
removed from the conse- 
crated area; atfempts fo mas- 
ically do $0 will rebound with 
harmful and strange effects 
on the caster or sourca. 


For some years, the best potions have been prepared and sold in cork-stoppered, 


wax-sealad steel vials, raven at the necks with symbols to denote their type: 


e a circle: cure fight wounds 


a 


« two circles: cure | | 


moderate wounds | 


* ‘three circles: cure 


e a Shield: neutralize poison 
* a | Spider: spider chin 


a ul 


& remove hd 


* 4 star (many froaient caval 
_ remove bhindness/deafness | 


_ ay | 


» a sun (circle of radiating rays): 


. an eye: vision 


» an eye radiating rays: 
darkvision 
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Fixies? Youre kidoling, right? 
S % 5 ~Tordek 


hen the vines and branches 
around you seem ta come 
alive, when flickering lights . 
tease you by staying just out of reach, 
or when your lighter starts wandering 
off in a daze, chances are you've got 
pixie problems. 

The best plan against pixies is fo 
shaw a goad sense of humor. |f you 
can laugh at your own humiliation, 
chances are they'll go easy on you land 
maybe even bet yau in on the fun). But 
its a rare proup of adventurers thal 
has the self-confidence to let them- 
selves be the butt of a joke, so this 
Ireatise will help you deal with the 
actual threat that pixies pose. 

Defenses: The pixie essentially has 
improved invisibility active all the time. 
Even if it chooses to show itself (or if 
youre able to alspe/ il), it can resume 
iis invisibility as a free action, so sive 
up any hope of getting a good look al 
them. Go with see svisibiity, or giitter- 
dus? if you can pick out their location. 
Blind-Fight can help, although they'll 
rarely come within melee range of you. 
Even if you can somehow see them, 
their substantial Hide and Move Silently 


—_. skill modifiers make them tough to track 
down, On top of all of that, thanks to 
their high spell resistance, they shake 
“off most of the spells you throw at 
_ them, and even those that get through 
will likely be dispelled soan after. Of 


course, it only takes one lucky fireball 
to take out a whole bunch of them, and 
you don't need to know exactly where 
they are for that. 

Detection Powers: You'd think that 


fmm VS. PIXIES TIPS 


Look for invisible creatures, 


y+. Use non-damaging 


 araa-effact spells. 
* Go with the joke. 


with their various spell-like detection “4 
powers thal pixies would only pick on 


those who are obviously. evil or sready. 


But that clearly isn’t true. otherwise 
they'd be leaving you ‘alone, right? 
Ahem. Anyway, dont think youll be 
able to trick them, because they can 
read your thoughts. — 

Messing With Your Head: A pixie 
wouldn't be a pixie if it couldn't play 
tricks on your perceptions. In a dim 
forest, those dancing hehts look a lot 
like a group of torches lor a will-o- 
wisp, if you're particularly paranoid). 
Couple that with a permanent image or 
two and you could be convinced that 
you've come upon a hobgoblin war 
party, 3 proup of dwarven merchants, 
or anything else the canny little sprite 
can think of. Den't assume that just 
because most of those hobgoblins or 
dwarves are illusory that all of them 
are, since any one of them could be a 
polymorphed pixie trying to pull 
another fast one on you. They're good 
at this, and they know if 

Offensive Powers: Up until now, 


we've talked only about the pixie’s gen- JJ 


erally harmless powers. Now we get to 


the abilities that can really hamper your jj 


party, or even put you in danger if 
you're not in a safe location. Most 
would scolf at the danger of a sleep 
arrow, but what if something more 
dangerous happens to be in the area? 
Your average dire wolf nt going to 
think twice about chawing dawn on the 
wizard just because he's asleep. 
Confusion can set your party at each 
other's throats, and entangle and Oftos 
irresistible dance will just plain immobi- 
lize you, If a memory joss arrow hits 
you (and if they shoot af you, they will 
hit you), plan on some rough days 
ahead as you pet “reacquainted” with 
your former friends, In these cases, the 
best defense is the saving throw—beef 
up your Fortitude and Will saves by 
any means possible. Failing that, try a 
dispel magic. but don't be surprised if 
they counterspell it with a dispel of 
iheir own. 
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ice So. oiat's to be done about all of 

this? Well, the advice is the same as if 
was at the. beginning, Once you've fis- 
ured out that pixies are 10 blame fare 
your problems, stop fighting. Have a 
food laugh, maybe point at. your 
friends and tease them, Just don’t try 
to fight rhe pixies with conventional 
means. Sure, a good fireball is likely to 
roast a few—these litle puys pretty 
much epitomize the phrase “glass- 
jawed’—but where there's one or two 
pixies, the rest of the tribe isnt likely to 
be far off. While a playful pixie can be 
frustrating, a tribe of angry pixies is 
just plain deadly. They want think twice 
about luring you and your murderous 
friends right into an ettin’s den, a 
wyvern's roost, or worse. Then. 

well then you've got real ae o 


_VS. PIXIES SPELLS | 


lies: are resistant to. spells nd re 
best to humor rhem unti) they ge 
bored of rormenting you, but some- © 
times you won't have time to play 
around, When that Mappans, Neda 
these spells in mind: 

Caler Spray: If they don't succumb” 


] to the spel at leas! they'l home 


athe show, 

- Endanie Spell resistance won't 
hep them, and their low Strength 
“scores will keep them ted up 

Faerie Fire: \f you've gat a aes 
“idea where some of the pixies are 
sing, this spell can # you fie 
aed reright. « ied a i 

\». Fog Cloud: They tan’! bother ‘: Ae 
“what they can't see. - te 
_ Ghost Sound: You might be able 
beat them at their own game. A 
them off or make them think that 
there are other rere: tot their 
‘pranks nearby, = 


Steep: You don’y even 186d 1 0 see 
| then Just target an area an egiilt ae 
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elcome to the Sundered Empire, 
the setting for Dunacows oF 
Deacons: CHamman, The lands of 
the Sundered Empire are in Western 
Oerik on the world of Oerth. This area 
has never been explored by the 
denizens of Greyhawk, $0 it has 
remained a mystery for countless gen- 
erations. Now al! can be revealed. 

The elven Empire of Ravilla once 
dominated Westarn Oerik, but as vigi- 
lance waned the empire crumbled. While 
the region was no stranger to warfare, 
recent events have all but ensured that 
the fires of war will burn for decades 
fo come. 

Five years ago a company of mortal 
heroes banded together to kill Stratis, 
the God of War. They believed that by 
killing Stratis they could win peace for 
their peoples. They were tragically mis- 
raxen, Though the heroes slew the god, 
Stratis defied his killers in death. As he 
ascended ta the heavens in a pillar of 
fire, ha scattered his panoply across the 
world. With his dying breath, Stratis 
proclaimed that there would be nothing 
but war until a new god ascended to 
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replace him. Now heroes and tyrants 
struggle to win Strafis’s artifacts. |t 
is said thar whoever reassembles 

his panoply will take his place as God 
of War. 


The Empire of Ravilla 

Betore the Demon War, the elves were 
split into two main groups, The wood 
elves, as their name suggests, lived in 
the primeval forests of the inferior, 
while the gray elves lived in remore 
mountain cities. There was little commu- 
nication between these branches of 

the elven race, but the Demon War 
changed everything. 

Without warning, enormous portals 
epened up in the depths of the forest. 
Armies of demans direct from the 
Abyss poured into Western Oerik., The 
wood elves were cought by surprise, 
and thousands died. Wildfires raged out 
of control, destroying the heart of the 
forest and the wood elf homesteads with 
it. Aid was slow in coming, and the wood 
elves were on the brink of annihilation. 

At this hour, the wood elf hero Peramil 
mounted his giant eagle and flew through 


the blackened sky to reach the mountain 
homes of the gray elves. He fought off 
winged demans and vicious harpies 
along the way, but no evil could slow 
him. Peramil reached the gray elf city of 
Ventia and told his kin of the holocaust 
consuming the wood elf homeland. 

The gray elves acted quickly. Within 
the hour, powerful wizards were flying 
above the battlefields, raconnoitering the 
enemy positions, Elite strike teams were 
dispatched to distract the demons while 
the gray elves mustered their army for 
war. Soon a hundred thousand elves 
were marching fram the mountains ro 
engage the demonic armies. Bahamut the 
platinum dragon led his metallic dragons 
into the fray, and together the allies 
saved the wood elves from destruction. 
To show their gratitude, the wood elves 
swore a preat oath, binding them to 
their kin for the duration of the conflict. 

Throughout the long war that fol- 
lowed, wood elf units served with the 
gray elf army. They became known as 
Oathbands, and the demons learned to 
fear them guerrilla tactics and deadly 
accuracy with the long bow, 
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Speed: 4o fr. KX) 3 . a disappointment. 

AG: 15 (+4 natural, +1 size) AP min || SILICON SORCERY 98 
Attacks: Bite +3 melee | | il Li Fou pe ealeal 

Damage: Bite 1d6+1 i | et mate fee Sand anew creature 

| Bo Oy Age of Kings. : 


Face/Reach: 5 ft. by 5 ft./5 fr. Stee 
Special Attacks: None SAGE ADVICE + 100 


Saves: Fort +c, Ref +3, Will +4 ho io The Sage gets mental with a slew Tout 
Abilities: Str 12, Dex 10, Con 14, Int 6, Wis 12, Cha 8 : 4 2 of psionics questions. mi 
Skills: Hide +2, Jump +2, Listen +3, Spot +4 | i F 

Feats: Alermess : “ HE PLAY’S THE THING 104 
Climate/Terrain: Temperate plains, forest, and hill : Ma Great ways to Bs aig ster reotypes. Pa 


Organization: Solitary, gang (2-5), or pack (6-12) en ap a of” DADID AE: 
Challenge Rating: 1 aa tle mer seer BED eon: | ek el 
Treasure: None Baw BONER | 
Alignment: Neutral food ‘i BY AT 

Advancement: 3-6 HD (Small), 7-q (Medium) 


At the height of the Demon War, Bahamut the Platinut Dragon 
arrived at the head of the metallic dragons. His aid was invaluable ' ee 
in defeating the demonic hordes, and after the war he pledged his | Built a great base for yours ath i of 
continued Support, He worked with the powerful elven archmages DAA’S 7 4 
and together they created the creatures known as felldrakes, There oe 

are many diferent types of felldrake, but all have the blood of Make bai. ston 
Bahamut in their veins, They are fierce, loyal, and good at heart. 4: 
| The crested felldrake is one of the most common types. They 

| !ook like small, wingless dragons with bright crests on their heads. 
Their powertul hind legs give them grear speed, and their many 


sharp teeth serve them well in combat. They are intelligent but 
isomewhart difficult to control in battle. 
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GRAY ELF DUELING SOCIETIES 
During the years of the Elven Peace, gray elf society became 
volatile. It was only natural that such an inweard-looking people 
would change when they became conquerors, The large 
armies of the previous years were demobilized, and a smaller, 
standing army protected the borders of the empire. The ver- 
erans of over twenty years of campaigning came home at 


last, but they found it difficult to readjust. They still longed for 


the martial life, and they found the cities rather boring. 


Shortly after their return, ane group of veterans founded a 


dueling society. Their stated aim was to maintain their fighting 
skills in case Ravilla should ever have need of them again. 
Within a decade, dueling societies had sprung up in all the 
major cities, and it wasnt long before rivalries developed. 
Common citizens argued about which society had the better 
fighting style, and occasionally rival students would clash in 
ihe streets. 

As the centuries wore on, the nature of the dueling soci- 
eties changed, Most of the founding veterans died or moved 
on, and the martial societies they founded became socially 
prestigious organizations. When war did return to Ravilla, the 
dueling societies had difficulty fulfilling their original purpose. 
By this point the societies trained with a bewildering array of 
exotic weapons, and members specialized in individual com- 
bat. That worked well in formal duels or streer encounters, 
but it counted for little in the rank and file of the army. 

Nonetheless, dueling societies continued to play an impor- 
tant role in gray elf society. Since the fall of Stratis, duelists 
have been increasingly involved in Ravilla's skirmish battles. 
They excel at this form of warfare, where individual skill 
counts for more than discipline and formation. The figure 
above is a member of the North Wind Society, They special- 
ize in fighting with the two-bladed sword. 

Creating a Duelist PC: if you'd like to play a North Wind 
duelist in your DED campaign, it's a simple matter of feat 
selection. Make a-1st level elven fighter and take the fears 
Ambidexterity and Two-Weapon Fighting. At ist level your 
character is learning to wield the two-bladed sword but will 
not yet have won the righr to use it. When the character 
reaches 2nd level, take Exotic Weapen Proficiency [two- 
bladed sword) as your fighter feat. The society then presents 
the character with a weapon in a solemn initiation ceremony 
and welcomes him or her as a full member. 
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An Elven Nation 


After the Demon War, Corellon Larethian tasked the 
pray elves with puarding the Abyssal Gateways. The 
elves sealed up their mountain cities and hid them from 
the world with magic spells and wards. They built new 
cities around the portals. Should they ever prove lax in 
their duties, the gray elves will pay a heavy price. 

What was left of the wood elves returned to their 
forest homes after the war. Due to the destructiveness 
of the conflict, anly a small part of the forest remained. 
They made a formal agreement with the gray elves to 
ensure their own protection. The wood elf lands would 
become part of the new elven nation, but gray elf con- 
trol would and at the boarders of the forest. The wood 
elves also agreed to provide Oathbands for service 
with the gray elf army in times of war. 


At first the gray elf cities were fairly autonomous. The 
city-stares that emerged had many forms of govern- 
ment, with a Grand Council that addressed issues of 
import ta all the elven lands. This state of affairs lasted 
for nearly five hundred years, during which time 
human tribes and dwarven clans spread into Western 
Derik. in the year 499, the Abyssal Gateway in the city 
of Xanos opened, and demons flooded out once again. 
The attack was contained quickly and bloodily, bur the 
complacency of the previous centuries had been shat- 
tered. Everyone wanted answers and the Grand Council 
had none to give, To address the concerns of the com: 
mon citizen, the Grand Council tasked a small group of 
wizards with the investigation of the Xanos Incident. 

In 505 the wizards reported their findings. It was 
their opinion that the Fate's activation was due to ihe 
abnormally large number of sorcerers in Xanos, In a 
stunning declaration, the wizards claimed that the secret 
and previously unknown root of sorcerous power was 
the Abyss. The scientific method of wizardry was thus 
the only safe way ta practice arcane magic. 

Sorcerers across the city-states protested vehe- 
menily. They argued that it was the blood of dragons 
that gave them their power, not the influence of 
demons. The Grand Council was looking for a scape- 
foat, however, and the wizards had given them one. To 
protect the elven people, the Grand Council turned 
from an advisory body to a ruling one. The city-states 
were now to become parts of a greater whole, The 
gray elf citizens, frightened by the taste of war they 
had received, wholeheartedly approved of the Grand 
Council's action. 


From City-States to Empire 

The Grand Council's next move was fe enact an official 
ban on sorcery. Its practice was specifically linked to 
demonology and its practitioners were declare 

fer to elven security. Over the ensuing five years, 
sorcerers in the city-states were hunted by specialized 
teams of mage hunters, They were forced to renounce 
their sorcerous ways or go into exile. Many left and 
never returned. 


The most successful mage hunter 
was an elf named Trigorian. He 
unearthed a cabal of sorcerous 
cullists, and their public trial made 
Trigorian a hero. When the sorcer- 
ers of Ravilla had been dealt with, 
the ambitious Trigorian turned to 
politics, and in 513 he was elected 
ta the Grand Council, He immedi- 
ately agitated for a wider effort 
against sorcery. he argued persua- 
sively that city-states coukl not be 
kept safe if sorcerers were allowed 
to run wild beyond their borders. 
The council tripled the size of the 
army, while Trigorian urged the 
citizens to war. Hostilities com- 
menced in 515. 

Gray elf armies swept south and 
east for the next Twenty years, 
aided by Oathbands of their wood 
elf kin. They overran a myriad of 
petty kingdoms and drove humans 
and dwarves before them. By the 
time the campaign had run its 
course, the elves controlled all of 
Western Gerik north of the Blasted 
Desert with two exceptions: the 
dwarven kingdom and the new 
human nation of Thalos, The 
dwarves were nol a sorcerous 
people, so costly assaults on their 
mountain strongholds were consid- 
ered unnecessary. The island 
nation of Thalos was assaulted in 
550°, but the inspirational leader- 
ship of their Queen Almira helped 
the humans defeat the veteran 
elven legions. Although Trigorian 
agitated for a renewed attack, none 
would back him. The elven people 
were tired of war. 

Thus the elven city-states 
became an empire. The official 
year of this event is 525, when the 
city-states unified permanently as 
the Empire of Ravilla. The members 
of the Grand Council became 
known as the Oligarchs and their 
power was vast. They presided 
over the zenith of Ravillan achieve- 
ment, the Elven Peace of 552-698. 


Everything Falls Apart 

The Empire of Ravilla could not 
last. In future issues, the other fac- 
tions of Cuanwar will be examined, 
and it will ba revealed how michty 
Ravilla became the Sundered 
Empire. Until then... © 


FACTIONS OF THE SUNDERED EMPIRE 
Since the fall of Stratis. the Sundered Empire has been soaked with blood. Armies 
crisscross the land, leaving destruction in their wake, Every army uses advanced 
parties, scouting forces, and other small units in Ihe war, and it is this level of con- 
Tlict that is the focus of the initial release of CavimmaiL rules and miniatures. You take 
the role of a warband commander dedicated to one of six starting factions: 


ANMUT'S LEGION 
Three hundred years ago, the nomad warlord Ahmut 
terronzed Ravilla before an assassin’s knife put him in 

} an unmarked grave. This dread warrior was reanimated 
by the spear of the God of War, and he now leads an 
undead army in a mad quest for vengeance. He has the 
aid of a forbidden death cult, whose powerful necro- 
mantic magic helps keep his army in the field. 


| The savage humanoids of the Southlands were never 
a real threat until the hobgoblin commander Drazen 
forged the orcs, goblins, ogres, and hobgoblins into a 
cohesive army. They crossed the Blasted Desert in an 
epic march and attacked with complete surprise. With 
Stratis's axe in his hand, Drazen is all but unstoppable, 


i 
1 
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THE PEOPLE § STATE OF MORDENGARD 
Just over one hundred years ago, the dwarves of 
Mordengard toppled their Tyrant King and established 
a worker's state. Now the People's Legion has taken to 
| the field to fight for the freedom of the dwarves. 
| With skill, bravery, and ingenious elemental weapons, 
| the dwarves safeguard their revolution. 


| MARESH 

| dJangir, a gnoll priest with demonic blood in his veins, 

| has united the gnolls under the banner of his abyssal 
patron Yeenoghu. Now gnoll and demon march in 
step, as Jangir spreads chaos and terror for the glory 
of his god. If Jangir succeeds in reopening the Abyssal 
Gateways in the heart of Ravilla, his demon horde 
would sweep away all oppasitian. 


THEEMPIREQFRAVIUA 8 | | 

| This elven state used to rule the whole region, but now 

} iris an empire in name only, Ravilla lost most of its 
land in a long series of disastrous wars. Now the city- 
dwelling gray elves and their wood elf allies have bean 
driven back to their original borders. They ore engaged 
in a life-or-death struggle with not only the forces of 
evil but also the crusading humans of Thalos. 
THALOS, 
Thalos was founded by human tribes Meeing from the 
advancing armies of Ravilla. The current queen, Almira 
XX|, declared a holy crusade that fired up the Thalish 
people. She aims to conquer the ancient lands of the 
human tribes, lost so long ago. Her armies, led by pal- 


adins and assisted by pnome encineers, have enjoyed 
great success in their initial campaigns. 
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Repairing the Ranger 

When | expressed my intention to play 
a ranger to my DM, he stated his opin- 
ion that the ranger was especially weak 
compared to the other classes. | was 
skeptical but shrugged when he offered 
something later (a bonus feat, maybe) 
!o help balance the discrepancy. 

Well, it turns out that he's right. 
Actually. in my opinion, he was more 
right than he knew. 

| later modified my concept into a 
ranger/druid for a few reasons, none of 
which had to do with my DM's percep- 
tion of the ranger as weak. Currently 
Kirellin is 1/1, soon To gain another level, 
and the reasons to take that level in 
ranger are almost non-existent. 

If | take ranger. | immediately get a +1 
base attack bonus, +1 to Fortitude 
saves, idie HD, and 4 skill points. 


in the game. 


lf | take druid. | immediately gat a +1 
base attack bonus, +1 to Fortitude and 
Will saves, 1d& HD, 4 skill points, 
woodland stride, an orison, and a 1st- 
level spell. 

Maybe the answer is that the benefits 
of taking levels in ranger are deferred, 
Whar can | look forward fo in the next 
five ranger levels? A +5 base attack 
bonus, 5dia HD, +3 Fortitude save, +2 
Reflex save, +2 Will save, an additional 
favored enemy at +1, inprovement of 
my current favored enemy fo +2, and a 
single ist-level spell, 

By contrast, the next five druid levels 
provide a +4 base attack bonus, 5d8 HD, 
+9 to Fortitude save, +2 to Reflex save, 
+3 to Will save, woodland stride, rrack- 
less step, resist nature's lure, wild shape 
twice a day, 2 orisons, 2 tst-level spells, 3 
znddevel spells, and 2 3rd-level spells. 

So how does +1 base attack bonus, 5 
hit points on average, an additional 
favored enemy, and +1 on my current 
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favored enemy stack up against +1 Will 
save, woodland stride, trackless step, 
resist nature's lure, wild shape twice a 
day, and nine additional spells’ 

Irs nor even close, and it doesn't gel 
better as you extend the progression. 
The only additional special abiliry the 
ranger gets—the ability to buy improved 
Two-Weapon Fighting—depends on hav- 
ing a level in ranger and a base attack 
bonus of +9. If | wanted to buy the feat 
while taking druid levels, I'd have to 
wait an additional two levels. 

My conclusions? 

First, the ranger is almost certainly 
the weakest class in the game. It has 
few special abilities, and almost all of 
these it dees have are focused on 
fighting, and the ranger—unable to wear 
decent armor, unable to specialize, with 
as few feats as any non-Fighter class— 


The ranger is almost certainly 
the weakest class 


is only a passable warricr. 

Second, those benefits that make the 
ranger at all attractive are all concen- 
trated at ist level, Track, Ambidextenty, 
Two-Weapon Fighting, martial weapan 
proficiency, favored enemy, and the 
ability to buy Improved Two-Weapon 
Fighting later, 

Therefore, while there are reasons 
to take a single level of ranger, there 
are no compelling fame mechanic rea- 
sans ta go beyond ist level in ranger. 
So what's the fix? 

Off the top of my head, I'd accelerate, 
the acquisition of favored enemies to 
every ath level rather than every 5th. 
I'd also allow the ranger to improve his 
bonus against a current favored enemy 
by 2 (as opposed to 1) in lieu of gaining 
a new favored enemy. Maybe give a 
bonus feat at end level and every ath 
level thereafter (end, 6th, 1th, 14th, 
18th). At ard level, give the ranger 
nature sense, At 7th, woodland stride. 


At nth, trackless step. At 15th, the abil- 
iry to track someone who is using 
trackless step. At 17th, the scent ability, 
per the Monster Manual At igth, blind- 
sight with a 5-ft. radius. 

| have two concerns with the pro- 
pression above. The first ts that maybe 
(but only maybe) it overbalances in the 
other direction. The second is that it 
overlaps too much with druid abdities. 
On the other hand, nature sense, wood- 
land stride, and trackless step make 
sense for a ranger, and they do get 
them later than druids. On the third 
hand, I've never really understood the 
point of giving rangers spells. 

Comments? 

Jeff Wilder » San Francisco, CA 


Eye of the Beholder 

Recently a friend encouraged me to pick 
up the new edition. She knew | quit D&tD 
when 2nd Edition came out, | said Id give 
it a look, and | liked most everything, 

| was disappointed fo see Charisma is 
still a stat. The definition doesn’t bather 
me as much as the race restrictions. 
After all, if it is a force of personality, 
self-esteem, and physical attractive- 
ness, than why should half-orcs and 
dwarves be penalized? Growing up in 
their respective commumilies, they 
might not be viewed as unatiractive 
and feel pretty good about themselves. 
Beauty is in the eye of the beholder, 
there's no reason they couldn't 
have a strong force of personaliry. 

| recall in sst Edition a chart to 
show infer-race reactions. For exam- 
ple, elves and half-elves interacting 
within human communities could be 
given a bonus, but a penalty in deal- 
ing with orcs and dwarves. 

As levels fo up, a character should 
be able to have a greater Charisma just 
because she's been there and done 
thar—and knows others have not. A 
soth-level half-orc should impress the 
heck out of a ist-level anybody, 

For looks there was an optianal stat 
called Comeliness. That should be used 
for looks. and modifiers for interactions 
with other races. 


For force of personality, call it 
something alse; Kunequest and 
Stormbringer used POWer. This stat 
would be more usetul for all spellcast- 
ers, It could represent the characters’ 
ability to harness and bend the powers 
of the universe. Having it increase, or 
é random chance for increase, could 
reflect the character's growth. 

Douglas Mcleod + Oakland, CA 


4282's Question of the Month 
What is our gaming environment like? 

We game every Tuesday in my 
basement. The basement is finished, 
and it has all the accoutermenrs, such 
as a coffee maker, fridge, stereo, 
phone, and restroom, 

The players begin filtering in at 6 p., 
and we begin at 6.5 P.M, Usually there 
are between five and eight players, 
depending on who i¢ working late, who 
had a doctor's appointment, and 30 on. 
The players who cant make it let me 
know a day in advance so | can plan 
their part in the story for that session. 
Since players usually have multiple 
characters in the sate vicinity, it’s easy 
to have them move in and out of the 
srory without disrupting the scenario. 

There is quite a bit of humor and 
discussion during the game, and some- 
times nor one die is rolled as the 
evening is filled with roleplaying. Other 
nights we play oul a battle, and that 
can take one session as well. If I'm feel- 
ing a momentous event could happen 
during an evening's session, | will call a 
“You say it, your character says i” 
night in which everything is taken liter- 
ally. The players know it’s going to be 
enforced, and rarely do anything our of 
character. The few times they have 
acted out at character resulted in a 
few curses and shouts, Nothing caused 
by this rule has been terrible, however. 
On the contrary, it usually focuses the 
entire group. | don't like to do that too 
aflen, simply because if makes i! more 
special when used sparingly. 

Around g:oo P.M., the guys begin 
packing their stuff and heading out. 

That leaves me with 30 minutes fo pul 
the dirty coffee mugs and trash away. | 
also use this time to put in the XP and 
changes to the characters in the com- 
puter. In conclusion, our gaming envi- 
ronment is somewhat structured but 
conducive fo the gamers who play in if. 
The Cobster « coh37jam@ yahoo.com 


Weak Split 

After eagerly awaiting the arrival of the 
new Psionics Handbook, |m sad to say 
that much of it has greatly disappointed 
me. There are two main things that 
bother me. First and foremost is the divi- 
sion of the psionicist class into twa 
weaker psionic classes, The psion, while 
having a great power list to choose from, 
is incredibly weak whan compared fo any 
of the spelicasting classes from the 

as Many powers as the sorcerer does 
but has the power to manifest them less 
often than a wizard one level lower per 
day. The bonus power points in no way 
equal what any other spellcaster would 
get from an equally high ability score and 
the d4 Hit Dice and wizard/sorcerer 
attack figures completely prevent the 
cratting of a psion character who would 
consider entering melee. 

The psychic warnor isn't much better, 
The few powers the class gets are hardly 
worth the trouble when looking at the 
pathetic list of powers to choose from. No 
healing, no offensive damage powers, just 
feats, which are great but most of the ber- 


fer ones require power points fo spend 
and the psychic warrior has very few of 
those and no bonus power points even 
though the bard, paladin, and ranger all 
get bonus spells for higher abilities. Where 
is the balance that everybody seems to 
crave? The new psionic classes are a slap 
in the tace to anyone who likes psionics. 
My second gripe is toward the new 
psionic combat sysiem. Atlack and 
defense modes make no more sense now 
than they did in the end Edition, and now 
the defender is forces! to pay for each 
defense separately rather than having it 
last the whole round. The whole idea of 
being caught flat-footed by a mental 
attack is ridiculous, as is the whole 
notion of a non-psionic bulfer. Where 
do these ideas come from? A psionicist's 
mind iS always closed to menral atracks 
and non-psianic creatures should be 
more vulnerable to psionics, not less. 
Well lve said my piece: even 
though | doubt you people at Dragon 
will ever print this | can tell you that 
there are many others who feel as | 
do about the new rules. 
Kenneth G, VanSell ll 
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New Feats 


. Abils and slopes are important features | 
in the landscape of Age of Kings. 

_A warrior fighting downhili has a 

significant n age bonus. 


The elite warriors of each civilization 

i in Age of Kings have different special i 
abilities. Many of these historically F 

based advantages translate well into 

D&tD game feats. | 
| m Hill Fighter : 
— You are skilled al Fighting from 
higher ground. | . 
| Prerequisite: Base attack bonus +2 

_ Benefit: When attacking from higher — 
ground, you gain a +2 circumstance — 
§ bonus to melee attack rolls or a + cir 
| cumstance bonus to ranged attack roils. 
_ Normal: You gain.a +1 circumstance. 
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This month, we wisit Age of Kings, 
a great real-time strategy game. In 
this game, players contra! mini- 
civilizations, cach with attributes 
similar to real-world cultures. For 
example, the British build long- 
the Persians build 
elephants. The real world might 
nor sound like a goad place for 
fantasy gaming ideas, but Age 
af Kings is loaded with good 
stuff for your campaign, 


__ Gertain units can destroy buildings — 


with glorming speed. The Huns have 


the Tarkan, a dozen af which cananni- 
_hilate a casile in seconds. 


Wall Breaker — 


You have a knack for destroying, 
‘inanimate objects. aon 


Prerequisite: Str 13+, “ee Atrack 
Benefit: A character with this feat can 


_ ignore the first 5 points of hardness 


when striking an object. Note that this. 


js not extra damage, so if the object - 
ine doesn't hawe ae hardness, the om: 
bonus to melee attack rolls for attache 


bs By pract icing jusbancey: 2 many | 
_ civilizations can increase the speed 
af their mounted units. 


Fast Rider 


You are a Salone tiles alti te to 


"get beller performance from any 
m8 06animal youride. 
—_— Prerequisite: Handle Animal skill, 


Ride skill 


_ Benefit: When you are riding a mount 
that is carrying no more than a light 
load, 1s base speed is increased by 10 


feat. Your mount s overland movement | 


me = rate increases by 1 milé per hour, or 8 
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miles per day. 
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_ The cavairy archers of Parthia were 
tamous for shooting arrows at pur- 
 guers as (hey retreated This made 
them incredibly effective, especialy 
against sower i Bo ne | 


Improved Mounted Arch ery | 
You make ranged attacks from a 
mount almost as well as you can 
from the ground, 

Prerequisite: Ride skill, Mounted — 
Combat, Mounted Archery 


Benefit: The penalty you suffer when — 
using a ranged weapon if your mount 


is taking a double move Is eliminated, 
and the penalty for using a ranged — 
weapon when your mount is renin 


is halved to -2 instead of -4. You can 


move before and after your attack, 
provided the total distance is not 
g greater than peer. mounts speed. 


| FAST RIDER 


CIVING CATAPULT 


Hu i e Cor hie a, 


Hit Dice: ifelio (88 bp) 
Initiative: -1 (-1 Dex) 
Speed: zo ft. 
AC: 22 (-2 size, -1 Dex, 
#15, natural) 


Attacks: Slam +20 melec: 
boulder +15 ranged 
Damage: slam adfi+ts; 
boulder 5d6+10 
Face/Reach: 1oft. by 2oft./10 fr 
Special Attacks: Launch boulder, 
Trample 
Special Qualities: Construct, magic 
TUT rhity, 
damage reduction 
isi +1 
Saves: Fort +5, Ref +4, 
Will +4 
Abilities: Str 30, Dex &, 
Con =, Int -, 
Wis g, Chat 
Climate/Terrain: Any land 
Organization: Solitary or gang 
(2-6) 
Challenge Rating: 9g 
Treasure: None 
Alignment: Abways neutral 
Advancement: 17-32 (Gargantuan), 


23-48 HD (Colossal) 


Combat 

Living catapults are normally set up to 
attack foes from afar but when ene- 
mies get too clase, they attempt to run 
them down or smash them. 

Launch Boulder (Ex): As a standard 
action, a living catapult can pick up a 
boulder weighing Go to Bo pounds 
(Medium-size object) with its launching 
arm and hurl it as a ranged weapon 
with a 200-foo! range increment. 
Trample (Ex): As a standard action 
during its turn each round, the crea- 
ture can literally run over an opponent 
a! least one size category smaller than 
itself, The trample deals 3di2+5, bludg- 
eoning damage. A trampled opponent 
can either attempt attacks of opportu- 
nity at a -4 penalty or make a Reflex 
save (DC 28) for half damage. 
Construct; Immune to mind-inHuencing 
effects, poison, disease, and similar 
effects. Not subject to critical hits, sub- 
dual damage, ability damape, enerpy 
drain, or death from masstve damage. 
Magic Immunity (Ex): Living catapults 
completely resist most magical and 


living catapults are magically 
created automatons, constructed 
by clerics in need of weapons that 
can destroy castles or fight at 
extended range. These devices are 
essentially specialized farms of 
folems, more effective on battlefields 
than in dungeon settings. As these 
seege engines are designed for large 
scale conflicts, their creator can 
control them at a range of doo feet. 


supernatural effects, except as follows: 
Warp wood or wood shape spells 

cause 2d8 points of damage and hald 
the living catapult immobile for 1 round. 


Construction 

A living catapult costs 45.000 gp 
to create, Assembling the body 
requires a successful Knowledge 
(engineering) check (DC 15) and a 
Craft (carpentry) check (DC 15). 

The creator must be ar least ifth- 
level and able to cast divine spells. The 
ritual drains 1,500 XP from the creator 
and requires ammate obyects, divine 
power, and resurrection. UY 
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Most of the psionic powers and feats 
that improve the user's Armor Class 
seem to create a sort of force field 
around the user. So, will they afford 
the user protection from touch attacks 
or ranged touch attacks? 


A touch attack or ranged touch 


attack bypasses any armor bonus or 


natural armor bonus. Incorporeal touch 
attacks bypass armor and natural 
armor bonuses, except for armor 
bonuses that come from force effects. 
The Inertial Armor feat and the ecto- 
plasmic armor power do indeed use 


psychic force. The armor bonuses work 
against incorporeal touch attacks bul 
not other fouch attacks (and their 
descriptions note this fact). 

Powers that provide natural armor 
bonuses, such as fesser natural armar, 
are not effective against any kind of 
touch attack. 

Other powers thal improve Armor 
Class with a different kind of bonus 
work against all types of touch attacks. 
For example, the combat precognirion 
power provides a +1 insight bonus to 
Armor Class, and it is effective against 
rouch attacks of all kinds. 


Does the Inertial Armor feat or the 
grate spell or d/sintegrate pawer? In 
earlier editions of the psionics rules, 
inertial barrier was effective against 
disintegration. What about the ecfo- 
plasmic armor power? Does it have 
bck oka Pon sg a be eet 
Badd etl ag 

No in Sa ae Both the disin- 
tegrate spell and disintegrate power 
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produce rays, which are ranged touch 
attacks, AS noted in the previous 
answer, touch attacks ignore the armor 
bonuses that the Inertial Armor feat 
and ecroplasmic armor power provide. 
An inertial barrer stops blows, cuts, 
and slashes, but not rays or other 
touch attacks, The inertial barrier 
power, however, provides damage 
reduction io/+5. Damage reduction can 
siop normal or subdual damage from 
an incorporeal touch attack, bur not 
energy drain or other touch delivered 
spell-like or supernatural effects. For 


‘This month’s column features questions 
and answers about the new 
' Psionics Handbook. 


example, a spectre deals 1d8 poinrs of 
damage with Its incorporeal touch 
attack. If the spectre touched a charac- 
ter protected by an wertial barrier, the 
touch would not inflict damage, but the 
character still would be subject to the 
spectre's energy drain ability. 


The description of the Inertial Armor 
feat says that the armor bonus pro- 
vided by the feat does not stack with 
the armor bonus provided by a shield 
or regular armor. Can a character 
who takes this feat stack the armor 
bonus from bracers of armor with 
Inertial Armor? What ebout natural 
armor? What about the ecroplasmic 
armor power? 

Two armor bonuses dont stack 
(except the armor bonus from one 
shield and one suit of armor you wear). 
armor power, bracers of armor, 
shields, and suits of armor all provide 
armor bonuses, $0 their effects do nat 
stack. Note that the ecfoplasmic armor 
power Is something you wear, so it 
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stacks with a shield. 

Natural armor bonuses do stack with 
armor bonuses, so the Inertial Armor 
feat and the fesser natural armor 
power stack. 

Armor Class bonuses that are nol 
armor bonuses, such as the insight 
bonus from the comba! precognition 
power, stack with other armor bonuses, 
as do deflection bonuses, such as the 
bonus from a ring of protection. 


Can you spend extra points on the 
Psionic Fist feat and deal extra dam- 
age? Could you, for example, pay two 
power points for an unarmed strike 
that deals an extra +2d4 points of 
damage? Also, the feat description says 
you can hold a “charge” for a maxi- 
mum number of rounds equal to your 
Strength modifier +1 or until your next 
attack, whichever comes first. What 
happens if you have a negative 
Strength modifier? 

The Psionic Fist feat lets you spend 1 
point to gain an extra id4 paints of 
damage on your unarmed strikes. You 
can spend only 1 point on the feat at a 
time. IF you're holding a charge and you 
spend another point, the effects dont 
stack, buf the maximum time you can 
hold the change ts measured from the 
lime you spent the extra point. 

The prerequisite for the Psienic Fist 
feat is a Strength score of 13 or more 
(Strenath modifier +1). IF your Strength 
score ever falls belaw 13, you can no 
longer use the feat because you no 
longer meet the prerequisite (see page 
77 in the Alayer’s Handbook). 


Suppose a character has Stand Still, 
Combat Reflexes, and the Hold the Line 
feat from Sword St Fist. Hold the Line 
allows the character to make an altack 
of opportunity when the character is 
charged, Thus, Stand Still can be used 
to keep the charging attacker fram 
entering the area the character 


threatens. The attacker gets a Fortitude 
save against the Stand Still effect, but 
if the attacker fails the save, the 
attacker has to stop moving and thus 
loses the charge attack, right? 

Yes, you can use Srand Still and 
Hold the Line to stop charge attacks, so 
long as your opponent daesn't outreach 
you. (If your opponent has a longer 
reach than you do, the opponent can 
attack you without entering the area 
you threaten.) 


Am | right in assuming that with the 
Combat Reflexes feat, the Stand Still 
feat can be used multiple times in a 
round against separate opponents, 
even when flat-footed? 

Yes, you can use Stand Still when- 
ever you make an attack of opportu- 
nity, The Combat Reflexes feat gives 
you exira attacks of opportunity each 
round and lets you make attacks of 
opportunity even when flat footed, so 
if you have that feat you can use Stand 
Still when you're flat footed. 


On page 75 in DRAGON #251 it says that 
if you aré a nonpsionic character, the 
only attack you have to fear is the 
Mind Blast because the Will save DCs 
for all other attack modes are -6 or -g 
against nonpsionic defender. | cannot 
find this rule anywhere in the Psianics 
Handbook. Could you tell me where it 
states this? 

Check oul table 4-1 on page 42, 
specitically the “nonpsionic buffer” line. 


Suppose a psionic character has 
power points and has not been caught 
flat-footed. Can he elect not to use 
a psionic defense and simply make 
an unadjusted Will save against an 
attack? Could the character still 

use the Psychic Bastion fear in this 
circumstance? 

As noted in the previous answer, you 
have to use the “flat-footed or out of 
power points” line from Table 4—1 if 
you don't mount a defense against a 
psionic attack, IF you're not flat-footed, 
you could use the Psychic Bastion fear. 
If you're caught flat-footed, you can’t 
mount a defense. You can use the 
Psychic Bastion feat anytime you're 
conscious and have at least 3 power 
points to spend, 


Once a character has used all her 
power points, can the character use 
the nonpsionic buffer defense if sub- 
jected to a psionic attack? What if the 
character multiclasses and has one or 
more nonpsicnic classes? Can she use 
a nonpsionic buffer then? 

No, Only nonpsionic creatures can 
use the nonpsionic buffer line. If you're 
psionic and you fail 10 mount a defense 
for any Teason, you have to use the 
“flat-footed or out of power points” line 
from Table 4—1. 


Is there any limit on how many power 
points one can spend on the psy- 
chofeedback power in a given round? 
High-level psions can have hundreds 
of power points and could potentially 
spend all of them to accomplish some 
incredible feats or to create some truly 
terrible save DCs, Is this as it was 


intended, or is there some limit to how 
high this number can go? 

There's no |imit on the number of 
poms you can spend on psychofeed- 
back. \F you want to blow all your 
points ro pet a really big modifier, you 
can. If you do, you'd better hope you 
don't have te deal with any psionic 
combat while your points are depleted. 


Can the metaphysical weapon power be 
used on unarmed attacks? If so, would 
the entire body of the manifester slow 
with pale silver radiance? 

The metaphysical weapon power 
works on weapons, nol crealures. You 
cannot use the power on a creature fo 
give its unarmed attacks or natural 
weapons an enhancement bonus. You 
can however, use the power on intelli- 
gent weapons, which are creatures of 
the construct type. You cannot use 
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metaphysical weapon on constructs 


that are not intelligent weapons. If you 
do use mefaphysical weapon on an 
intelligent weapon, the enhancement 
bonus from the power doas not stack 
with the enhancement bonus the 
weapon already has, or with any other 
enhancement bonus that might be 
applied to the weapon. 


Can the ffoat power be used on 
the manifestar? 

The power’s target can be any 
object or creature whose weight does 
not exceed 300 pounds per caster 
level. Such a target could be the 
manifester, provided he doesn? exceed 
the weight limit. 


Can you perform psychic chirurgery on 
yourself? What would the effects be? 

The power can larger any living 
creature within range. If you're a living 
creature and capable of manifesting the 
power, the target can be yourself. 

You can repair damage to yourself 
in the same manner as you can repair 
damage to another creature, 
including fost levels. 

Removing a compulsion to yourself 
can be tricky. Most compulsions, such 
as a suazestion, confusion, or dominate 
person, simply force you to obey and 
you are powerless fo resist so long a5 
the compulsion remains in effect. Some 
circumstances might allow you a new 
saving throw to overcome the compul- 
sion, but in such cases you make the 
new save and if you're successful the 
compulsion is broken or you fail and 
you remain powerless to resist. In either 


case, psychic chirungery is irrelevant. 


Same compulsions have long-term 
effects that leave you fairly Tree to act 
as you wish, such as the quesf spell. 
You can remove such effects by per- 
forming psychic chirungery on yourself, 

Technically, you can choose fo use 
psychic chirurgery on yourself to 
transfer your own knowledge to your- 

self. Doing so, however, doesn't benefit 
you in any way. Your transferred 
knowledge doesn’t stack. 


How is the inflicr pain power supposed 
to work? The power inflicts 346 points 
of damage. The power’s duration is 
concentration, up to 5 rounds. Doss 
this mean the power deals damage 
every round that it lasts? 

The listed duration is wrong. The 
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correct duration is instantaneous. 


This is official erreta. 


When using Table 4—43 in the Dunoon 
Masier's Guide to generate an NPC, 
how do you determine the highest-level 
psion or psychic warrior? 

Rall id4 + the community modifier 
for either class. 


Some psionic monsters are very pow- 
erful psionically, but they don't use 
psionic power points. Can these crea- 
tures use feats or magic items that 
require reserve power points? Also 
can they use feats or other things that 
cost power points to use? The monster 
section in the Psionics Hanabock says 
they use psionic powers and combat 
modes for free. It doesn’t mention any- 
thing else, such as psionic feats. 

A crealure has no psionic power 
points (reserve or otherwise) unless it 
also has a psionic character class. This 
is true even for creatures with the 
psionic template. 

A creature can always make use of 
any feat or power the creature's 
description says it can use, and if it has 
the psionic template, # can make use of 
the psionic abilities mentioned in the 
template, If the crearures description 
gives it access to a psionic feat, it can 
use the feat, even though it has no 
reserve points (and it can use the feat 
even if it does not meet the feats pre- 
requisites). For example, a blue benefits 
from the Inertial Armor feat even 
though it has no reserve power poms 
and can freely use the charm person, 
far hand, and finger of fire powers. It 
also can use the evo whip, mind thrust, 
empty mind, and mental barrier psionic 
combat modes without expending points. 

The creature, however, cannot use 
psionic abilities or feats that are not 
included in its description or in the 
psionic template because it has no 
power points. Nor can the creature 
use magic items that require a power 
point reserve. 


Can you use the Trigger Power feat 
on a power that has been enhanced 
with @ metapsionic fear? For instance, 
can you trigger a maximized version 
of ultrablast? 

You can't use Trigger Power on 
witrablast because it’s a 7th-level power 
and you can use the feat only an pow- 
ers of grd-level or lower. Otherwise, 


yes, yOu can trigger a metapsionicly 
enhanced power. Your reserve has to 
match the enhanced power’s increased 
cest. Note that there is a limit to how 
much you can enhance a power with 
a metapsionic feat: The total cos! can’! 
be higher that your psionic character 
level minus one (see page 23 of the 
Psianics Handbook). 


Table 1-2 in the Psiomics Handbook 
shows bonus points for psions. | cre- 
ated a soth-level psion who happened 
to have an 18 in the primary attribute, 
The table suggests thar a ioth-level 
psion would recerve no bonus points, a 
“is shown, This seems unfair, for it 
would mean the character had to give 
up 7 bonus points when it moved from 
8th ro gth level, for an 8th-level psion 
with an 18 attribute has a 7” shown. Is 
that the intention of the chart? 

No. Add up everything on the line 
for the ability score in question (see 
page § in the Psionics Handbook). A 
psion with a primary attribute of 18 
gets 16 bonus power points if the char- 
acter is 7th-level or higher. 


There are no lists of the powers avail- 
able to the prestige classes in the 
Psianics Handbook, is this an omission 
or is it assumed that they simply con- 
tinue to discover powers from their 
previous list or lists? 

The prestige classes in the Psionics 
Handbook use the psion power list. 


Do psionic attacks provoke attacks of 
opportunity? What about defenses? 
The Psonics Handbook is vague on this 
point. If they do, how do you determine 
the DC for Concentration checks that 
are required when a psionic creature 
suffers damage from an attack of 
opportunity? 

Psionic powers and psionic attacks 
are spell-like abilities and they prowoke 
atiacks of opportunity just as other 
spell-like abilities do. Psionic defenses 
are also spell-like, but they do not pro- 
voke attacks of opportunity. 

For the Concentration DC for psionic 
abilities, use the Concentration skill 
description from page 19 of the Psionics 
Handbook. |f the power in question is an 
attack mode and the DC has a level- 
based component, use the following val- 
ues (which are derived from the attack 
modes’ power point costs mind thrust 
1, eg0 whip 2, id insinvation 2, psychic 


crush 3, mind blast s. 

For example, a character uses 
mind hiast and provokes an attack of 
opportunity thet hits and infliets 1 
paints af damage. The Concentration 
DC is 25 (base of 10 + 10 for the 
damage dealt + 5 far mind thrust's 
effective level.) 


Most of the prestige classes in the 
Psionics Handbook have a prerequisite 
of a cerlain number of base power 
points each day, which does not 
include bonus power points. Do power 
points from the Inner Strength feat 
count as bonus power points or base 
power points? 

The Inner Strength feat provides 
bonus power points, not base 
power points. 


Are the skafe, see sound, psychofeed- 
back, and improved vigor powers avail- 
able to psychic warriors? The first 
three powers aren't included on the 
psychic warrior list, but their descrip- 
tions say they're psychic warrior 
powers. ihe improved vigor power 


is on the psychic warrior list, but 
psychic warrior isn't mentioned in 
the power description, 

All four of these powers are 
avellable lo psychic warriors, 


Is a character who has been affected 
by the gthevel power apops/ (perma- 
nently lose idq psionic powers), now 
able to learn id4 new psionic powers? 
In other words, does the use of apopsr 
erase a character's discavered power 
slots, frea up those power slots, seal 
off the mind's access to those powers, 
or does something else happen? How 
docs psychic chirurgery restore these 
powers? Does it reimprint the mind 
with the erased powers? Does it unseal 
the mind's access to the erased pow- 
ers? Would someone using psychic 
chirurgery need to know the erased 
powers in order to restore them? 

The powers and the slots they once 
occupied become inaccessible to the 
character (they're still rhere, but they're 
useless). IF the character gains a level, 
the erased powers still count against 
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the total number of powers the charac- 
fer can know. 

Psychic chirungery simply restores 
access lo the inaccessible powers: the 
person using psychic chirurgery does- 
nt need to know the erased powers to 
make the repair. 


Page 140 of the Psionics Handbook 
says that because undead have no 
Constitution scores, they cannot use 
psychometabolic powers. However. 
on page & it shows that the score tied 
to psychometabolism ts Strength. Is 
one of these entries an error? 
Constitution governs psychokinesis. 
Are undead creatures banned from 
both disciplines? 

Undead creatures cannot use psy- 
chometabolic powers (they don't have 
any metabolisms). 

However, an undead creature can 
use psychokinesis powers despite its 
lack of Constitution. It uses its Charisma 
score as the key ability score when 


manifesting psychokinesis powers. © 
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[as the despicable Imperial 
minister, Ferrinax| You will do 
P what | tell you, pusillanimous 
dwarf, Else | shall send this 
scroll to your underground 
home, dishonering your name 
lor generations! 


YOU | Is that so? 


DM | Admit it, Molan. You serve 
| a8 my pawn now! 


ne of the easiest ways to evaluate 

the quality of a book, movie, or 

roleplaying session is to search for 
clichés. We're trained to see the use of 
clichés as a bad thing. We expect the 
characters and situations in great 
works of art to rise above cliché. Yet, 
especially in the realm of escapist 
enfertainment, most of us take secret 
aks ihe when certain sabi nel ob 
everyman eis type; you fright dig 
ninjas, Really effective clichés speak 
something deeply rooted in us, and 
some critics and psychologists distin- 
guish them from ordinary stereotypes 
by calling them archetypes. 

in roleplaying games, clichés are a 


good thing. Assisted by the D&D rules, 
DMs and players together create the 


storylines of thelr games as they go 
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along. Clichés act as a sort of short- 
hand that allows everybody to work 
from a common set of assumptions. If 
the party enters a vale of gnomes in 


search of allies, and most of the players 


have read up on gnome culture, they 
can immediately proceed to interact 
with the NPCs without the DM having 
to spout a long explanatory monologue. 
Gnomes are already alive in their 
minds. Clichés act as a sort of back-up 
penerator for your imagination. 


Start with a Stereotype 


When you first start out as a roleplay- 
ing gamer, it's best to stick to the 
stereotypes. Each D&aD character 
draws on at least two stereofypes: race 
and class. (Multiclass characters par- 
take of multiple stereotypes. Alignment 
can provide a third stereatype to work 
fram.) You know the drill: Dwarves are 
taciturn and driven by family honor: 
barbarians are ale-puzzling, axe-swing- 
ing wild men, and so on, The basic 
descriptions in the Player's Handbook 
are all vivid, fun stereotypes. Think of 
these as training wheels. By the time 
you're Interested in reading columns 
hike this, though, it’s time for the wheels 
to come off. 

We also use stereotypes in real life 
to categorize people from different 
places and cultures. This habit can trip 


us up in a big way by tempting us to 
bigotry. Most of us, though, know bet- 
ter than to expect real-life individuals 
we meet to conform to the stereotypes 
carry around in our heads. Rarely 
do we meet someone who seems aver- 
age or typical in every way. If you Say 
someone is a typical New Yorker for 
southerner, or Californian, or, for that 
matter, gamer), you're probably making 
fun of him for being a sort of walking 
cartoon character. Real people are 
always more complicated than such 
stereotypes allow. 

When incorporating this thought into 
your roleplaying, don't just throw the 
cliché out the window. Instead, draw on 
it aS a hidden power source to bring 
instant zip to your PC. If your charac- 
ter seems a little flat, you can quickly 
and effectively add dimension to her by 
showing how she deviates from her 
sterealy pe. 


Breaking Away 

To depart from a stereotype, first find 
a description of your character race 
and class. You can use the text given in 
the Player's Hanobook, or you can find 
a lengthier description in # saurcebook 
or Dracow article. Longer articles give 
you more to fo on, but they increase 
the chance that you'll focus on a minor 
alement of the type instead of its main 
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points. You might want to photocopy 
the description so you can highlight bits 
of text or make marginal notes without 
ruining your copy of the book or mag- 
azine. Keeping in mind our general rule 
that one simple idea is stronger than 
many complicated ones, highlight a sin- 
gle trait for your PC to contradict. 
(Although at first it seems rhar your PC 
will differ from the stereotype in just 
one important way, you'll find that 
making this single change tells you a 

lot of other things about her, including 
further ways in which she differs from 
the norm.) 

When looking for the one aspect to 
change, consider the likelihood that it 
will come up in your campaign. If your 
DM concentrates on dungeon-crawling, 
it won't make much difference for you 
to focus on your PC's political attitudes. 
Conversely, a bard's unusual indiffer- 
ence Io ancient artifacts won't be an 
issue in a campaign that focuses on mil- 
itary events. 

The easiest choice to make is simply 
fo de-emphasize an aspect you don't 
like anyway. Perhaps you want to play a 
dwarf because you like their toughness 
of character and grim battle-cries. The 
idea of being obligated to a clan bath- 
ers you, though, because you always 
like to play footloose loners who aren't 
impeded by a sense of duty to others. 


The advantage of this approach is that 
it makes the character more emotionally 
appealing to you. The disadvantage is 
that the DM and other players might 
see your dwarf as just a carbon-copy 
of your past characters. Whether this 
is a serious disadvantage depends on 
how highly you value originality and 
diversity. 

Players who want to portray a differ- 
ent character each time out might take 
the opposite tack, targeting for elimina- 
tion the element they usually empha- 
size. Maybe you've always favored 
elves because you like their mystical 
beliefs and dedication to nature. You 
can shake up the group dynamic by 
playing a hard-headed elf who'd sooner 
prowl the streets of a large ciry than 
trample around im meadows and briars. 

You'd don't have to get too analytical 
about your choice, though, Most play- 
ers using this method will just look at 
the description until an intriguing idea 
pops our at them. If inspiration truly 
deserts you. you could even randomly 
jad the description with a pencil and 
see what you happen fo land on. 

Here's another twist: Instead of find- 
inf, an aspect fo ienore, pick one to 
exaggerate. People distinguish them- 
selves from the norm not only by the 
values they reject bur also by the ones 
they trumpet, Perhaps your dwarf 


character is obsessed with her clan's 
honor, making every decision by asking 
herself how best to enhance it. Your elf 
is considered especially mystically 
attuned, even by the standards of her 
race. Your barbarian is still up roister- 
ing and looking for enemies to raid 
when her clan-mates have long since 
passed out. 

When exaggerating a feature, take 
care not to make the character so 
extreme that she annoys the orher 
members of the play group. She 
shouldn't be so obsessed that she can't 
find a way to srasp the standard plot 
hooks the DM tosses your way. 


Playing the lype 

However you decide to differentiate 
your character trom the stereotype, 
your next Step ts to find ways to play 
up her new traits during the game. You 
might even find they give you a tactical 
advantage, as the PC's enemies, blinded 
by stereolype, fail fo predict her next 
move. At the very least, she'll surprise 
the DM, your fellow players—and, if all 
goes well, you, 

YOU | You assume too much, 
Ferrinax. This dwarf cares 
more for vengeance than 
for honor! Have at you! @ 
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.ver the past six months or so, 
we've effectively fleshed out the 
’ deep background of the Lost 
World, tackling such basic issues as 
religion, politics, and geography. Now 
that we've laid a solid foundation and 
devised a general “feel” for the cam- 
paign, it’s time to start designing some 
of the more concrete resources we 
need to begin play. 

Once again, let's begin by creating a 
“home base”—the town or village that 
serves as the adventurers’ home during 
the early phases of the campaign. Back 
in DRAGON #258, we considered a few 
simple strategies for creating an effec- 
tive base. Let's employ those same 
strategies again this time around, taking 
care to select an entirely different set 
of options to illustrate an alternative 
approach. Without going into much 
detail (since you can read the whole of 
the earlier piece for yourself aniline), a 
brief recap of the ingredients of an 
effective base ts in order. 

In short, the main function of the 
home base is to provide the adyventur- 
ers with a sate haven to which they 
can retire between adventures. 
Remember, good adventures tend to 
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tax the adventuring party To its limits. 
Unless there is a relatively safe sanctu- 
ary in which the party can regroup and 
lick its wounds, it’s unlikely they will 
survive for long. It's also important to 
note that the safety of their home base 
gives the players an opportunity to let 
their hair down and spend some quality 
time roleplaying, After all, it's hard to 
be a jovial dwarf or a gnome prankster 
when your character is in constant 
mortal danger. 

The second most important function 
of a good home base is to provide the 
players with the infrastructure they 
need to tackle their adventures. Even 
the strongest and bravest adventurers 
need access to temples where they can 
get their wounds healed, and shops 
where they can purchase weapons and 
supplies. For this reason, it's important 
to make sure that the home base ts 
well-stocked with these types of 
resources. It's also important to give 
some thought to which goods and seryv- 
ices you want to offer for sale in your 
home base and which you want to 
force the players to leave the comforts 
of the base to obtain. Although you 
should offer a good selection of 


weapons and equipment through the 
local shops, for instance, it might make 
sense to make the adventurers travel to 
a nearby city (risking encounters and 
adventure) to obtain more sophisticated 
armor and weapons or information 
about magic items. This tactic will pro- 
vide you with a handy springboard you 
can use To draw the players into an 

Of course, designing an effective 


home base for the Lost World is going 


to be a bit more challenging than usual. 
the Lost World is the sense of danger 
that permeates the whole setting. 
Somehow, this mood is going to have 
to be reconciled with the requisite 
safety of an effective base. One obvi- 
ous tactic for achieving this goal is to 
provide a truly safe base but to curtail 
the Soods and services offered within, 
forcing the players to frequently ven- 

In addition to its two main functions, 
there are a few additional characteris- 
tics of a home base that we've already 
identitied: 


Local Authority 

The relative safety of the home base 
implies that there's some sort of force 
| that guards the base and keeps it safe. 
| This usually implies thar there is a local 


| define this authority as part of the 
| process of designing the base. 
Throughout the campaign, were going 


to need to introduce new NPCs, both to | 


serve as springboards into adventures | 


-and To give the players someone to 


interact with. A base that plays host to | 


| Another staple of the home base is the | 


| tavern, inn, or other gathering place 
| that serves as the local source of 


| rumors and gossip. Again, such a 


| comes time to interest the players in 


Finally, W's fun to make sure that you 

| #ive every town, cily, or base some 
touch of the fantastic, just to reinforce 
the epic, otherworldly flavor of the 
|D&tD game. These touches can range 
| from magical structures to the pres- 
| ence of a fantastic creature in the base 
itself to the existence of a spell or 
curse that effects the entire area. 


The typical home base is a town, city, 
or stronghold. For the Lost World, 
though, we'll adopt a somewhat differ- 
that the world is relatively uncivilized 
are quite rare, since it is difficult to 
defend such structures from the rav- 
ages of the Zea world. Another 


World's society. Whike ive s tetany 


community, reinforcing the idea thar 
the tribe is the most highly evolved 
political structure on the planet. This 
characteristic makes it especially chal- 


} can serve as a home to all the charac- 
- fers, since we don't want to force the 
| players to create characters who all hail 
| from the same tribe or race. After all, 

} the D&D game works best when there 
| authority of some type that controls the | 
| army of peacekeepers. This is important | 
} 10 note, since we'll have to make sure fo | 


is a great deal of varnety in the adven- 
turing, party. 
The ideal home base, therefore, is a 


} construct that somehow stands outside 
| the tribal structure—a unique commu- 
nity that welcomes members of all the 


various tribes without declaring alle- 


| giance to any of them. It is also housed 


in an unusually defensible setting or 


The main function of the home base is to 
provide the adventurers 
with a safe haven. 

Structure, explaining its permanence 


and relative security. At the same time, 
mechanism will prove invaluable when it | 


it offers a limited set of goods and 


| services, forcing the players to fre- 
| quently venture out into the world. 


Here's a solution that neatly fills half 


] oF the bill-a tiny valley that can be 


sealed off and easily defended from 
raiders and encroaching dinosaurs by a 
relatively small number of soldiers. 
Such a structure seems like a perfect 
home for one of the Lost World's rare 
permanent outposts of civilization, but 
we still need to figure out just how this 
setting fits in with the political situation. 
Whar if the valley sanctuary were the 


~ domain of a single powerful individual 


who doesn't awe allegiance to any par- 
ticular tribe? This individual allows our- 
siders to dwell inside the valley retreat, 
coming and going as they please, so 
long as the outsiders obey a strict set 
of rules. Starting with this idea, let's 
create a character to fulfill this role. 


Janda had a falling our with the rest of 
her tribe and led her followers out of 
the elven strongholds in the hills to 
form their own community in a nearby 
imposed exile, Janda was one of the 
elders of the Solaani tribe and some- 
thing of a hero among her people. 
Although most of the Solaani believe 
that Janda departed because the tribal 
leaders wouldn't permit her to share 


lenging to create a meaningful base that Solaani Jore with outsiders, the other 


just before she would have been invol- 
untarily exiled for heresy. Like all 
Solaani elders, Janda knows that all the 
members of the Solaani, the Inuundi, 
and the various human tribes are actu- 
ally mind fragments of the great god of 
light who ruled over the Lost World 
several Centuries ago and is now 
deceased (see Oxacow #263 for details). 
A few years before she left her tribe, 
Janda started to have strange dreams 
that proved difficult for anyone to 
interpret. Ultimately, she realized that 


the dreams were trying fo tell her that 
she could work a powerful spell capable 
of reassembling a significant portion of 
the light god's mind from the fragments 
embedded in herself and a few other 
“attuned” Solaani scattered across the 
Lost World. Once he lives again, the 
elder god could then defeat the ryran- 
nosaurs thal house the remains of his 
ancient enemy (again, see DRacon #263 
for details) and bring true civilization to 
the Lost World. 

The other elders of the Solaani tind 
Janda’s ideas dangerous for a number 
of reasons. Even if she can accomplish 
her aims, the Solaani are afraid that the 
reappearance of the god of light will 
only lead to # reappearance of the god 
of darkness, igniting anew their age-old 
conflict and possibly destroying the 
fear that the planet's inhabitants might 
be forced to live in thrall to the 
reawakened god of light. For these rea- 
sons, the Solaani elders refused to aid 
Janda and forbid her from either con- 
lacting the scattered Solaani she sees 
in her dreams or undertaking a quest 
19 unearth the ancient lore necessary 
lo devise the great spell. 

As a consequence, Janda and a 
handpicked band of loyal followers 
built their awn stronghold in a narrow 


valley located nearby. There, they work | 


to locate the remaining “attuned” 
Solaani and craft the spell necessary to 
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| on how to create adventures. It 
_ led me to recognize my one great 
failing as a DM: 


I’m terrible at developing the 
“hooks” that lead the play- 
ers into their adventures. 


Every one of my adventures 
seems to begin like this, “A guy 
walks up to you in an inn and 

_ offers you soo gald pieces if 
you'll...” My players are really 
| getting tired of it. Can you offer 
any advice? 


—Boring in Birmingham 


As in all matters creative, fm 
| afraid theres seis “how-W 


Sisk Gola tienen Fe 
knack for this sort of thing and 
some don't. 

That said, this sort of design is 
quite a bit simpler than it appears 
to be. Usually, all it takes is a little 
practice and a nice collection of 

itive examphes and you'll soon 
be off and running. Your first 
| stop, therefore, is our sister publi- 
| cation Duwonon Magazine. Ar a 
| mere six bucks a copy, DUNGDON 
| represents one of the best values 
in all of gaming. Each month, you'll 
find several complete adventures, 
each with a pretty good hook of 
its own. You should find it pretty 
| easy either to steal these hooks 
| outright for your own creations or 
10 use them as templates for 
hooks of your own. After you 
make your way through a couple 
: inci issues, ys Whee 


tively solving your problem, 
You might also try designing 
adventures that are a little larger 
| in scope, and thus 2 litte longer. 
| That way, you'll have to invent 
hooks less frequently. 
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reawaken the god of light. So far, 
Janda and her people have been pur- 
suing their mission for more than fifty 
years, and there are sfill several years 
remaining before the work will be 
complete. All this time, the exiles and 
the Solaani have been content to 
leave each other alone, though the 
tension between them can only start 
to grow once Janda nears the com- 
pletion of her goal. Most of the 
Solaani elders believe that some sort 
of open conflict is inevitable. 
Because she is a kind and compas- 
valley stronghold to anyone who 
wants fo live among her people. As a 
result, hundreds of merchants and 
disenfranchised members of all the 
various tribes in the region have taken 
up residence in the valley. All who live 
in the stronghold agree to abide by a 
strict set of laws drafted by Janda 
herself and enforced by the impres- 
sive array of soldiers who are: al her 
command. For the most part, these 
laws are designed to keep the peace 
and promote goodwill, though there 
are a couple of unusual provisions in 
the code as well. Particularly worthy 
of mention is a law that requires any- 
one entering the stronghald to pay a 
full qo percent of the wealth they are 
carrying (coins, jewels, or trade 
goods) as a tax. Janda uses this 
money to feed and clothe the poor 
and to support the army that defends 
the stronghold. This law will accom- 
plish our aim of forcing the players to 
spend as little time in the home. base 
as necessary. If they are forced to 
give 30 percent of their wealth every 
time they enter Janda’s valley, the 


characters probably can’t afford to 


run back to the base after every 
encounter. 

Needless ro say, only a handful of 
the valley's residents are aware of 
Janda’s real mission. Even among her 
most af Janda’s story qualifies as a 
“secret” as defined by the Second 
Rule of Dungeoncraft. 

All in all, this setup should be par- 
ticularly effective for a number of 
reasons: It gives us an interesting 
home base thar can credibly claim a 
wide variety of residents, and it's 


structured in a way that urges the 
players fo travel often and explore— 
simply visiting any of the region's 
tribes for consultation forces the play- 
ers to leave the stronghold and 
undertake a wilderness trek across the 
Lost World. Best of all, Janda’s back- 
story provides us with a springboard 
we can use to launch adventures and 
a handy storyline that might come to 
define a later stage in the campaign. 
Will she and her followers accomplish 
their ain? If so, what happens next? 
Finally, what does Kor the tyrannosaur 
god think of all this? 

Along these last lines, here's just a 
bit more background that might prove 
useful. Janda’s story begs an obvious 
question: What's so special about her? 
Why does she alone among all the 
Solaani expenence the dreams and 
hear the call of the light god? Before 
we answer this question, remember 
that when the light god perished, his 
consciousness was shattered into mil- 
lions of pieces, which eventually 
became the Solaani and all the other 
intelligent mammalian races on the 
planet. Today, each of these living 
beings embodies 4 tiny piece of the 
light god's mind. What makes Janda 
and her fellow “attuned” Solaani dif- 
ferent, let's say, is that they actually 
sprung from the portion of the god's 
mind that housed and generated his 
dreams. Since dreams don't require 
the conscious mind to flourish, these 
dreams have managed to live on even 
after the god's apparent death. After 
several generations of various Solaani 
families, the dreams are now manifest- 
ing themselves once again and leaving 
their current owners with an irre- 
sistible urge fo regroup 10 bring the 
light god's dream self back into being. 
This is worth mentioning since an 
important aspect of the light god is 
actually able to communicate with 
Janda through her dreams, perhaps 

providing a useful means of touching 
off adventures or providing the play- 
ers with some timely exposition. 


Next month, let’s develop Janda’s 
valley in some detail (more than we 


good example of a fully fleshed-out 
home base. 
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o far in this series we ve looked at 
» a wide variety of subjects, from 
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fine step-by-step puides to some of the 


rudimentary techniques like dry-brush- 
ing, 'O painting monsters and fabulous 
beasts. This month we're going to look 
at the last steps you take when painting 
a miniature—finishing., Finishing incluces 
all the chores that arent actually minia- 
ture painting techniques but are, in their 
own way, vital to the way a finished 
miniature looks. The three most obvious 
finishing tasks are final assembly, 
basing, and varnishing. Let's take a look 
at each of them in turn. 


mai ASS é¢mety 
When you buy miniatures and take tham 
out of the blister ar box, much of the 
time they will come in wo or more 
pieces. (We looked at assembly in detail 
earlier in the series.) In most cases, the 
best way to tackle these multipart models 
is to assemble them completely before 
you begin painting. In some cases, it's 
easier to paint one or more of the pieces 
separately and join them together when 
youre finished. One of the most obvious 
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Pant: your base and 


cases of this chomwe is when a miniature 
has a separate shield. If you glue the 
shield onto the miniature straight away, 
you will usually block a significant part of 
the figure and make painting the minia- 
ture considerably harder, In this case, it 
is far better to paint the shield and the 
miniature individually and attach the 
shield later. You will also find that the 
shield is easier to paint effectively as is 
own piece. The decision comes down ta 
comman sense really: Just look ar the 
different pieces and judge for yourself 
which, if any, to pant separately. If a 
piece blacks olher parts of the miniature, 
it's a pood candidate. 

There are a few things to keep in mind 
it you decide to paint your miniature in 
parts, The best approach is to clean 
them all and make sure that they fit 
together snugly. If you want to pin them 
together, drill the holes and glue a long 
piece of wire into the piece you are 
painting separately—that pives you 
something to hold onto while painting. 
You might prefer to hold the wire in a 
pin-vice, letting you keep your fingers 
well out of the way. When the panting i is 


Dip the minianure 
completaty inte the 
lock tray. 


al ip 

Cove the 
haw with a 
Thin lay ea 
Of glue. 


Shake off rhe excess 


and youre done! 


finished, just snip the wire off fo the 
correct langth and glue ihe pieces 
together. You will always have to touch 
up around the joint, but make sure the 
glue is fully dry before you do—there is 
no quicker way fo ruin a brush than by 
getting super-glue on the bristles. 

= almost always belrer 
painted away from the miniature. Attach 
them to a small piece of card with dou- 
ble-sided tape; thar way they are easy to 
remove when finished. If the back is 
going 10 be visible when attached, paint 
it first, then Mip the shield over and paint 
the front. Shields usually cover some of 
the surface of the miniature, and some 
people anticipate this by not painting this 
area. You might prefer to paint the 
miniature completely and then attach the 
shield: that way, if you decide to remove 
the shield for any reason, the miniature 
is Fully painted underneath. 
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Seliea? the miniature on a Pood base is 
an offen-neglected area of miniature 
painting, and some people do it almost 


as an afterthought. in fact, basing is as 


Keep amice array of flock Iancdly 
tp add variety fo your miniatures. 
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important as any other stage of the 
process, You'll be letting all your hard 
work on the rest of the miniature go to 
waste if you present it on a badly 
planned and poorly finished base. There 
are really no ends to the differant ways 
you can base your miniature. We'll look 
at just a few of them here. 


Standard Basing 

There are a couple of straightforward 
ways you can finish of the base on a 
miniature. The first is fo use scene 
flack—fine sawdust that has been dyed, 
Fleck is used mainly for railway or see- 
nic modeling, and you can tind it in any 
good hobby shop. There are lots of dif- 
ferent colors of flock available, gener- 
ally in natural shades of ¢reen or 
brown, so you can choose which best 
suits the miniature. 

First, paint a layer of white glue on 
the top of the base, then cover it in 
flock. Even though white glue is water 
soluble, always use an old brush and 
wash it thoroughly after use. When 
applying the glue, be careful that you 
dont get any on the model's feet or the 
sides. of the base. Otherwise, the flock 
will stick to them foo. If you do manage 
to glue some flock where you don’! want 
it, make sure you remove it right away. 

You can also use fine sand, then paint 
the sand. The technique is the same: 
Simply apply the glue to the top of rhe 
base and cover it in sand. You might 
like to keep the sand in a shallow con- 
tainer and just dip the base into it. You 
need fo let the sand dry thoroughly 
before you can paint it. Once it's dry, 
you can get all sorts of good effects. If 
yOu want it to look like grass, just paint 
it mid green, and then delicately dry- 
brush it with lighter shades. 

The sides of the base can also be 
painted, and again this is mainly a mat- 
ter of taste. | prefer black or very dark 
green, the color of the basing material 
and ihe general feel of the model might 
influence your decision. Sometime the 
base will have little molding marks on 
the side; just make sure these are 
trimmed off and the sides are neat and 
even before you apply paint. 


Scenic Basing 

A great way fo add a little character 

and originality to 4 miniature is to put it 

on a scenic base. II's good fun too. 
There is no end to what you can do, 

As with so many aspects of the painting 

hobby, it pays to think about the 


character of the miniature you are 
painting. For example, it's no good cov- 
ering the base of a subterranean mon- 
ster with prass-green flock: it would be 
far more in character to creale a dun- 


veon atmosphere. If you are basing a 


wood elt, what you really want is some 
foliage to put the model in context. 

At a basic level, you can use both 
flock and sand to create a broken, more 
natural feel. Just paint glue over part of 
the base and cover it in flock, then 
repeal the process with sand. Another 
aliernative is ta use static prass: this is 
similar to flock bur is made of tiny 
fibers that stand upright when glued to 
a base. They look almost like real grass. 

if you decide to put a little more 
effort into your bases, the best place 
to start is in your local hobby or model- 
ing store, specially those that cater 
to railway modelers. If you loak at 
the shelves, you'll find all sorts of 
things that look great on the bases 
of your miniatures. 
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Varnishing 
The final stage of miniature painting is 
varnishing. While it's not exactly a 
painting technique, its a vilal stage in 
the process that prolects all your hard 
work, The easiest method is to use a 
spray varnish. | prefer to give the | 
miniature a coat of gloss first, which 
fives great protection, then a covering 
of matte varnish to get rid of the shine, 
Make sure you let the varnish dry thor- 
oughly between coats or it wont come 
oul non-reflective. Some miniatures 
look good if you selectively gloss parts 
of them. For example, you can make 
parts of the armor look like they have 
been lacquered, or make the fangs of a 
monster glisten. To do this, you need to 
buy paint-on gloss varnish and add it to 
those parts when the rest of the model 
has been protected in a matte finish. 
Next month, “Role Models” changes 
tack as we'll begin looking at the new 
miniatures game Duwatovs Ot Deacons: 
CHAINM AG! 0) 
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™ of your campaign. In bite-sized 
pieces they unfold your story, 

reveal the game world, challenge the 
characters, and thoroughly engage your 
players. However, if you viewed 
encounters as plasses of water, you 
would find that most of them are only 
half-full. In other words, your group 
only receives half of the benefit that 
your encounters could offer. 

Most published modules do a great 
lob of sprucing up standard dungeon 
and wilderness settings. However, 
designers have no way te customize 
the adventure to your Campaign. 

On the other hand, creating your 
own adventures lets you customize 
every encounter fo your campaign. It 
can require alot af work, though, and 
you might not have the time for plan- 
ning detailed settings and descriptions, 
individual character growth, and game- 
world revelations. 

The good news is that individual 
encounters can do double duty. The 
bad news is that you have time for only 
a limited number of encounters in each 
session, 80 make the most out of each 
one, Squeeze every last drop of excite- 
ment, entertainment, and campaign 
value from ihem that you can. 


Brief Preparation 
Before your next game session, phato- 
copy the checklists from this article 


FE ncounters are the building blocks 
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and slip them in your Duwatonw Mastre’s 
Guide or clip them onto your DM's 
screen. Reference them during the 
fame for inspiration, idea generation, 
and a reminder to pack lots of s0od 
stuff into each encounter, 

Before you run an encounter, quickly 
scan the checklists and look tor ways to 
include something extra from one or 
more of the categories. Keep a pen and 
a pad of paper handy to jot down ideas 
as they come ta you. Turn those ideas 
into your own lists to use during your 
next session, 


Enhance the Setting 

Varied and unusual encounter serrings 
are inspiring, and even small details can 
make lackluster places memorable. 
Tweak every encounter you run so that 
your session doesn't become a series of 
boring rooms or roadside ambushes. 

During the game, look ahead af your 
next likely encounter, check its setting, 
and decide how you can enhance some 
aspect such as lighting, footing, or the 
number of challenges. Use the check- 
lists for ideas if you get stuck. Be care- 
ful not to add details that could 
sisnificantly distract players or bog 
your session down with needless inves- 
ligation or speculation. 

For example, you look ahead and see 
the next encounter is a bugbear guard- 
room. The reom is pretty boring as it 
stands, so you decide to add pieces of 


damaged furniture that the creatures 
have scrounged up to make their shifts 
more comfortable. When the PCs crash 
through the door, you describe the 
room and mention thal the party has 
caught a group of bughears lounging 
on divans, couches, and stuffed chairs. 
This detail adds interest by making the 
encounter slightly humorous, and it 
could even provide some props during 
a combat (cushions, pillows, and chairs 
to throw or hide behind). 

On the other hand, it could be a mis- 
take to add a large chest covered with 
gold, filigreed lettering for the monsters 
to use as a table. After the battle, the 
PCs would be drawn to investigate the 
chest, taking game tinve to check for 
traps and then searching the heck out 
of it for secret compartments atrar 
they discover it’s empty. They'll say, “It 
must be important because the DM 
specifically mentioned it; keep search- 
ing!” Make sure your added defails 
become enhancements, not distractions. 


World Development 

Players enjoy exploring and discovering 
your game world through their charac- 
lers’ eyes rather then through direct 
DM-to-player exposition. They also find 
it rewarding when something they 
learned in-character a few encounters 
ago becomes important in the current 
session, This sort of development 
makes Your campaign seem more 
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authentic and alive, and all Future infor- 
mation that the characters glean 
becomes more important to the players. 

Your encounters already develop 
your world fo some degree, as the PCs 
laarn about new monster abilities, evil 
NPC spells, and magic item powers, 
However, this game information is usu- 
ally gained from direct confrontation or 
after-the-fact, and it lacks thal exciting 
“aha!” feeling when the players put 
fogether previously learned facts with 
their present situation. The solution is 
to add small world details into your 
encounters ahead of rime. 

For example, let's say your PCs 
defeat a coblin clan and venture fur- 
ther underground until umber hulks 
ambush them, There they discover the 
umber hulks’ special confusion gaze 
ability after several characters fad their 
saving throws. The players groan. 

In an alternative scenario, you decide 
fo add some primitive cave drawings to 
the goblin encounter. These crude 
paintings depict scenes of strange, 
clawed creatures zapping goblins with 
rays from their eyes. Further along, the 
PCs find scenes in which goblins with 
big round eyes are allacking each other 
and bumping into walls. Little goblin 
skulls have been drawn throughout the 
paintings. After discovering thes fore- 
shadowing clue, the PCs venture warily 
onward until they encounter the umber 
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hulks. Now, the players who logically 
connect the paintings with the 
monsters can shout a warning, and 
everyone will derive more satisfaction 
trom fhe encounter. 

fF your players learn about your 
world through DM monologue or 
player—rather than character—handouts 
rather than through encounters, then 
the burden is on them to figure out how 
their characters came by that knowl 
edee. In addition, you can avoid awk- 
ward character-knowledge vs. 
player-knowledge conflicts by sprinkling 


game world information, hints, and clues 


into your encounters on a regular basis. 
Encounters can be far more than a 
sequence of rooms, caves, or wilder- 
ness areas that lead characters to the 
Climax of an adventure. While you plan 
or run encounters, always keep an eye 
oul for ways to enhance them so that 
players can learn a little more abour 
their character or your game world. It 
also helps to enhance boring encoun- 
ters by emphasizing some element of 
the area, such as lighting, footing, loca- 
tion, number of challenges, ar weather, 
Think of encounters as multi-purpose 
DM's tools, and wield those that you 
have time tor to create the most excit- 
ing and entertaining session possible. 
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Before any new adventure 
you must arm yourself with 
the best weapons available. 
ae To get the most out of these 
or any other DC games with 


The days of 2=Dimensional Role 
Playing Games are coming to.an 
end. The next generation of PC 
adventures 1s almost here. | 
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